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FINAL FANTASY VII REMAKE 
MATERIAL ULTIMANIA 


Sg The Midgar Blues 


Mitsuto Suzuki 
‘Arrangers: Tsuyoshi Sekito & Mitsuto Suzuki 
Lyrics: Motoma Toriyama (Lyrics Translation: Ben Sabin, John Crow) 
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Mid-gar 0 Mid-gar i= Sa ways on my mind 
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Mid - gar Mid - gar 1 left my one true love be - hind 
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Snuck outta the town be - fore the sun could rise 
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when I knew you'd be sleep - = ing Could bare - ly 
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read the words on my carri-age tick -et_ non-stop to Mid - gar Our part- ing 
—— 
be washed a - way 
a 
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Swept up and lost in the stream of i - fe 
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ean‘ see the stars no more but they stil fall. Inthe place's reflection, che night summer sky from our youth 
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Yet we played it to0 cool ne-ver making a mo - 
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How our hearts raced so fast we__couldhearthem beat 
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Mid - gar Mid - gar city that’s al- ways on my mind, 
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Mid-gar Mid gar 1 left my one true love be - hind 


‘Oh Midgar, Midgar, city that's always on my mind 
For Midgar, Midgar, | left my one true love behind 


‘Suck outta the town before the sun could rse—when | knew you'd be sleeping 4 
‘Could barely read the words on my carriage ticket—non-stop to Midgar =" 


(Our parting words never said, only to be washed away 
‘Swept up and lost in the stream of ie 


| can’t see the stars no more—but they stil fal 
In the plate’s reflection, that night summer sky from our youth 
‘You and me gi—watching and wishing 


We both burned s0 very bright—righter than the sun 
‘Yet we played it to cool, never making a move 


How our hearts raced so fast, we could hear ther beat 
Electricity—oh how the sparks would fy 


‘Oh Midgar, Midgar, city that's always on ry mind 
In Midgar, Midgar, I eft my one true love behind 


WELCOME TO FINAL FANTASY VII REMAKE MATERIAL ULTIMANIA! 


Before any large-scale video game reaches completion, it will have produced an unimag- 
inable wealth of development resources. Most of these materials are rarely, if ever, destined 
to see the light of day—a fact that inspired us to give them their time in the sun in this new 
type of Ultimania volume, the Material Ultimania 

The idea of producing a work like the Material Ultimania had actually been floating around 
fora while, so the fact that it happened in conjunction with the materia-oriented Final Fantasy 
Vil Remake feels like fate. 

This book contains a selection of art and planning materials handpicked from the abun- 
dance of development resources that were created for the remake, richly interspersed with 
illuminating comments from the development team. 

1am confident that each page presented here will serve to impress upon the reader anew 
the creativity and passion that have been poured into every element of the game. 

Now, this might be a little presumptuous of me to say, but | predict that once you've read 
this book from end to end, you will have come to love FVII Remake even more than you 
did before. 

Akira Yamashita 
Studio BentStuff 
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his books based on game data aso 41012020. 


“The term “orginal version’ is used in his book to reer to Final Fantasy ifr the PlayStation (PS), 
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Official Art 


MATERIAL) KEY. VISUALS 


Staff Comment 


‘Movie Director: Kazuyuki tkumori 


Ate wring o te development of Magne oigalveson le ge went on do cy and ecto anion 
{esas we To be foes never ep tbe moray en Wipro ons have en, Cone a ay 
‘Characters Grew up in isc, | hink Ws fat say that Midgar i the tue righ point of FFL 


Movie Director: Kazuyuki tkumori Project Manager: Sayako Hirata 


We compaeed hs vce ik Poy Vaal a2 nal lee! Lalerepethes eritechnod rts wiht over Midgar by 
‘Nomura. We wanted to maintain the | ‘the original version whee further having him partly fade into the dark sky. nth wean tenbsied, 
tnasan te bes eee Sepa, a nd Oto ‘Spubighis conse sen reac oe coc pone opr hn 
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Movie Director: Kazuyuki Ikumori 


‘This official key visual features Cloud and tends 
looking toward the horizon, thie hears ful of re- 
solve as they face the tras to come. By showing 
‘Midgar iluminated by the soft colors of dawn-—as 
‘opposed tothe usual nightscape—we ted fo sug- 
est that their journeys have only just begun 


Lghting Artist: Kaori Sato 


‘When we started work on this visual, we were asked to create something that depicts the dawn 
and fees ike the threshold ofan adventure—of evens yet to come. Since this was meat to be 
‘ne ofthe game's main promotional images, we designed a few sample renditions with uta 
‘Walt graphics that we hoped would have widespread appeal. However, the feedback we got 
wast increase the color saturation and inde more reds and bles. At fist was word that t 
‘would be too much, but the resulting image was tty stunting and tet authentically on-band, 
‘really hope the fans ke it 
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Staff Comment 


Movie Director: Kazuyuki Ikumori 


struggled wt 
‘overall twas a lot of fun fo come back and rem: 
these dassc snes with moder graphics. We tre to 
y a5 faithful as we coud to the cin designs in 
‘order o preserve tei distinctive feel anc symbols 


Aimation Supervisor: Kenta Matsubara 


The above visual, wth Cloud standing before the Shinra Building, is 
nal game, so | was quile proud tobe valved in 


ne ofthe most conic plces of artwork 
it At the same time, though, twas a 


pects and shift things 
ted at fist glance, there are alot 
over fit revisions before we finally 
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VEX Supervisor: Yuuki Akama, 


| stil remember how exited | was when | heard that we were gong to reimagine art rom the original 


‘game using feeling a of nostalgia | was being called 
‘back to the days when | would stay up late to play FF foc hours on end. And there | was, once again 
over Only was staying up late lo convert the images in my head into 


re 
‘ul das Caring pcucio tren gun Sots Sot eure he tages 300 hes ht 
original size in order to check for any pixet-sized mistakes. 


Stal} Comment. 


Lighting Artist: Kaori Sato 


‘The artwork above depicts a scene that | think most fans of FV are tamiar with. Whe we generaly use the latest technologies when 
eat Cs imapes ve soe aay ete sametiog cl when we dere eerYoany od my bela mane ea is 
nlc n artr nedl he soe a he 


pe gaara onda 
‘a the fans are happy wit this beautfully fearsome Sephiro, then so am |. 
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Character Models 


Staff Comment 


Project Manager: Sayako Hirata Character Modeling Director: Yuuki Saeki 


| worked with Tetsuya Nomura to ensure thatthe characters of FFliretained | When designing the characters forthe remake, we started by creating ther CG art, and then 
their ll defining atibutes inthe remake. We've gone Brough alot of tial we had Nomura give his input on thet designs. After that, we moved n fo creating their 3D 
‘and eror and have made many adjustments ovr the years—across allo the | models. The characters of FFVave appeared in variety of ciferent games and other media 
-FFbelated works —to achieve the lok were going for. The female charac- | works, and all of them have te own fan bases, 0 it was important for us to ensue that 
treo Fr atonce suring and very ie, anete'sony coe wordiat each and every oneal hem et he continuance ame rat even we created 
can describe Clout's appearance: coo ‘Dem anew. 
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The sratcheswesble on Clouds shoud armer are the aces of counlass 
‘cease bates. The wear around the edges of he armor i one of he many 
{a detais tat contrite os pot teatem 


Staff Comment 


(Character Modeling Director: Yuuki Saeh 


Clout was character we designed, and geting his hai, tex 
tures, bone strcture, and so forth o look realistic took along 'ime 
and 2 lt ol ine-tuing. For example, the thickness of his arms looks 
noticeably lerent hee as compared tothe taser tral. 
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___ Barret 


18 Quis 


1 There ae two dog tags attached to the 
chain around Bart's neck The at hts is 
ame, gender tide blcod type. ard ther 
personal information. Aid the second, hidden 
bind the fats Maven’ 


Staff Comment 

character Moding Orector: Yui Saeki 
0 al tne characters in FA, tink Bet changed the mast Ko Row be ap- 
Dears pevous wos, Hs dasgn was Dased an ew aby Noma o whch we 


‘added Some elements rom the orignal version, hing him a strong and stalwart 
appearance. 


Character Modeling Artist: Koji Shigeno: 


‘To make the mechanism inside the Gating gun on Barret’ right arm realistic in 
terms of loading and fing, we had to ad a motorto the design to serve asa power 
‘source. We even designed the gun rom the inside out, ight down tothe smabest 
Internal parts, so that it could be disassembled. During production, | could help 
‘butimagine Baret going home after his missions and siting down o lovingly clean 
‘and service his weapons. 
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‘There ae ite charms attaches 
{ote chan Tia hae coed wound 
her wrists: a chacobo on the let 
23nd atom onthe ight. Tere are 
{850 tiy symbols engraved othe 
fed late on he arms 


Lremember going through alot of tial and er- 
for as | reworked Tifa's design with Nomura 
For example, we tried out over twenty itler- 
ent shades belore setting on an ashen brown 
Color for her hair in his game. 
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Aerith Va 


4 
& 
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1 The pink taton ic Ash's trademark accessory. You can actualy see her hai 


‘ecugh he delat, Nigh 


fabric, Aer heeps the materia her mother 


Jet ber concealed wat fs Don 


character Modeling Artist: 
Naomi Horigome 


‘ert is one of the game's heroines, so we were prepared for her de- 
‘ign tobe rather ciffcult, but the process went surprisingly smoothly. 
‘Athough we crew heavily trom ber realisic design in FFVI:Advent Chl 
ren, | think we managed to expess more of her sunny disposition in her 
‘appearance this tee. During production, remember geting exited ev- 
ery time we got asked todo things lke make her hairstyle more natural, 
‘oF tone down the color saturation and make her color palette bright. 
{elke we truly were geting to reimagine the characters and thal made 
working on their signs that much more fn. 


‘Character Modeling Director: 
‘Yuki Saeki 


(One ofthe more signiticant changes to 
Aerts desion was her jacket, since 
Nomura waned the remake version to 
be a sot of biker jacket. When these 
kinds of requests were made, the 
‘modelers and designers would create 
‘designs based on them, and we'd have 
Nomura check the results 


Red XI 


4 Red's fury eas are adorned with 


tat he wears ae not attaches to piercings, 
‘a rater nan place by meta asp, 


4 
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Stalf Comment 


(Character Modeling Director: Yuuki Saeki 


‘We had a hard time deciding what we wanted to do with Red Xil's 
‘design. For the remake, our goal was to make the characters lok r= 
‘asc wie at the same time keeping ther defining atibutes intact. 
In Red X's case, we focused on makin hs fur and body shape ds- 
tincty beastike without compromising the fel of his rginal design. 
‘Another bg change we made this character modes that his weapon 
Isnow acl. 


saree KEY VISUALS 


+ Sophia's bet buckle 
feaures a wing design. Ac 
essai can be faced to 
‘he lower part ofthe buckle, 
ics hang wth series 
ie lack wing charms, 


Staff Comment 
Character Modeling Orector: Yuuki Saeki 


We made alot of minute adjustments to Sephiroth's charactr- 
isi hairstyle order to make t more reakste while Keeping it 
‘Consistent wit the original design. you look casey, you'l se 
‘hati cothes are also bit citlerent, but we were very careful to 
make sue they stayed true to his established style 
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Rufus Shinra” 
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1 ace ro ight materi, as elpat, dou tented 
‘wat ust screams high fastion. The pul tabs of the oper ached 
tothe pockets this chest and ips rein he shape of sword blades. 


Staff Comment 


(Character Modeling Director: Yuuki Saeki 


Fufs's desion was one ofthe hardest—it tok a very long 


sign 
and took awhile to et right, but think what we ended up with 
{s something true this character and very chic. 


at Sih overtan 
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iom- made. Ts Oetad 
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Staff Comment 

Character Modeling Drector: Yuuki Saeki 
Teeng's desig snp in hate jst ook soc and 
Ceol However, his spicy means that te sight 
fst change can ey ran te atnce of Nog, 
raking hm gute cic to work on ren ster is 
50 model had been completed, we wert over again 
jo mate minor aghusents, Some fun va: te ts 
worn y he Turk Tseng, Reo, and Rude—al have 
Sprnyaerertcenans 
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1 Reno's jacket does have butons stead, i's held together witha 
buche at fe center of hs trea. Overal hs sue more personalized 
‘ian Reno's ot Teeng note the rood skin on the shoulder. 


Staff Comment 


(Character Modeling Director: Yuuki Saeki 


‘Reno's characterization has been consistent throughout al of his 
‘appearances in previous FEV works, so from the beginning we 
had a Gear idea of is mannerisms, and we ust went rom there. 

we puta lot of thought into exactly how open we 
is shirtront ob. 
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+= Unie Tseng and Reno, Rude 
black shit underneath 

Fis sur Mis ei ptr, and 

fastened wit 9 std ein 


Staff Comment 


(Character Modeling Director: Yuuki Saeki 


In terms of design, Rude was one ofthe easiest characters 

‘make look realist. However, we didn't want hi fo fel 
band when standing next othe eccentric Reno, o we puta 
Jotof efor into the design of his sunglasses and the look of 
his eyes when he takes them off 
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Cloud (Age 14) 4 \ 
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Tifa (Age 13) Va 
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Aerith (Age 7) 
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Clothing References 


Aerith 


7 


eA 
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Tifa 


Staff Comment 


Movie Director: Kazuyuki Ikumori 


We put together the outfits worn by the main cast of characters and 
had actors and actresses mode them for us. That way, we coud get 
a fee for how the fabric would rape and how the dothes would. 
‘move during ction scenes. We used this data as reference for oth 
simddatons (a method of programming the movements of clothing 
and tabs), 


Aerith (Age 7) 


Production Manager: Maki Nishibori 


When designing the chitren's dothing, we avoided high-quality fabrics and fo- 
‘cused on easj-o-wear outts with simple components. in this case, we went 


ce choosing 
‘Aer a, hese outs wee mean oe wor by hd, an ids get messy. 
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Tifa (Age 13) 


it felt abit too showy for thiteen-yer-ol Tit, 50 
inthe inal version in-game we upped the density 
of the lace and made the fabric ait less sky. 


Rufus Shinra 
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Staff Comment 
Production Manager: Maki Nishibori 


Tseng’s outfit may have a simple design, but 
the important thing is that he wears i flaw 
lessy We tok alt of detaled measurements, 
to get thefijus right, and also made sure that 
the fabric cc’ wrinkle or pucker in places we 
dice't want, 


Reno 


Shirt 
(wnite) 


Outfit 


MATERIAL | KEY VISUALS 


Staff Comment 
Production Manager: Maki Nishibori 
Reno's informal atitude is a major aspect of 


fis character, but we wanted fo avoid having 
py, 50 we kept his jacket and shit 


tat woud si feu tke a work ott espe 
the daring open rot. 
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Cutscenes 


\ Opening Sequence VA 


saTeRALa?) KEW VISUALS: 


Rr OE MA 


wy 
= \ fa 


Previs Supervisor: Goichiro Inoue | VFX Supervisor: Yuuki Akama 
‘When creating the opening previs (short for “previsualzation,” a way to plan out The journey from the remake's announcement at £3 in 2015 tits release years later 
scenes in developmen), we 


perspectives ofa, aro ‘saisted wah ft. And fen sometimes, 
‘but in the end we focused on children riding on Dyoes fora simple and Game esi cl es ca pe eed a by oc bag 
porayal of everday ie. 22 you gong tokeep fing wih ths?” 


S Fall of the Plate 


Layout Coordinator: Noriaki Nishi | 


we ease a 


colapsing buildings 
Dyan king at ihe rl defen tuft nas compe 


Previs Supervisor: Shuzo Tadokoro 


fo 
4 


saree) KEY VISUALS: 


Visual Entertainment Hall Va 


VEX Supervisor: Yuuki Akama 


\Wnile it begins with Shinra's id interactive PR ad, the later haf of this 


\We used wide varity of techniques in creating these sequences. Inthe Mid- 

scene for example, we fas-frwarded through a series of til 

a time lapse. I was prety disheartening when We 

‘were tld that would take two months jus to create the sky, but the sample we 

were given fr testing was actualy really good and we ended up running witht. 
‘Tmo lucky tbe blessed wi a uly talented team. 
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NEE Sephiroth Descends fi 
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{Layout Coordinator: Noriaki Nishi | ‘Load Effects Artist: Youichi Iwata 
‘This was he cimactic scene, so we realy wanted io emphasize al the cotest aspects of | This rely important sone ast shows the clash be- 
and Sephiroth in The sequence in wich ad heer tbean onl an 


enters 
‘on the part where Cloud makes his spectacular landing, This hed 
ares that ooletup even amet ant tk tt we cored oat 
Intensity, ‘the strongest enemy in the game, Sephiroth himscl! 


NS Ending Sequence VA 


Previsualzation Version 


Asimation Supervisor Kenta Matsubara Etfects Artis: Teruaki Onodera 
\We were initaly envisioning the ending scene tobe more subdued in tone. The placehakder voice cp of Barret saying We used the weather and sky to reflect the charac 


Ward 
‘ever forget al the trouble Zacks spiky hair gave us. Getting itto stop cipping trough Cloud's arm was anightmare. and Cloud brought a touch of fantasy and mystery. 


, Midgar During Cutscene Creation , 
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Character Illustrations 
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Cloud 


< Cloud in a Dress @ 


Staff Comment 

Character Designer: Roberto Ferrari 
| gave Cloud a diferent facial expression in the art for 
this Gress ony. He's a lite bit annoyed, and quietly 
embarrassed 

Main Character Modeler: Dai Suzuki 


We aced some delicate embraidery tothe black fabric 
forthe final in-game version, 


(Character Modeling Director: Masaaki Kazeno 


aways struck me how Cloud seemed to lok the most 
embarassed inthis paula dress. 
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Staff Comment 


(Character Modeling Director: Masaaki Kazeno 


The design for his cress was the onty one that int have Cloud 
‘wearing makeup, so initally we kept him makeup-fee in the 
‘game as well But without the cosmetics, the overal ttt ofthis 
‘uti ended up looking less fancy than we wanted, so we added 
them back nthe ial version 


‘Scenario Coordinator: Manami Oishi 


Clou's dress changes depending on the quests you've com 
Pleted during Chapter 9. you go see Madam M and Sam ater 
‘changing Cloud into one ofthe cress they chose fo him, you 
be treated toa comedic scene in which they bicker lke 3n okt 
marled couple. Sam picked out his dress, and Coud...does't 
look too bad ini, des ha? Tita might have some competion! 


YY Cloud (Age 14) 


> Cloud in a Dress @) 


Character Designer: Roberto Ferrari 


We were originally planning to use diferent outfits foreach lasback 
scene, but nthe end we cut them down to just tis one 


Main Character Modeler: Dai Suzuki 


‘Since Cloud hadn't been exposed to mako yet at this age, we had to make 
fis eyes a itferent coor rom the adult model in-game, 
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'Y Gatling Gun Schematics 


cr on 
ecient enpy eta neces) weeps Wh open 


Poo. 4-45 em ek 


YY Barret (Line Art) 


Staff Comment 


‘Main Character Modeler: Dai Suzuki 


| actualy ended up changing the outine of 
Banet's neck and shoulders quite 


> il 


x 
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'Y Tifa in the Sporty Dress 


> Tifa in the Exotic Dress, 


Roberto Ferrari 


This was probably the Tita dress | stug- 
led wit the most My designs kept get- 
{ing sent back—t thnk I must've gone 
‘through a dozen revisions of more. 
feats ikea miace that the cress actualy 
ended up being used in the game. 


Staff Comment 
Character Designer: Roberto Ferrari 


| went fora design tat would make it easy o animate T's 
‘movements when her 30 model was being created. | had 
‘riginaly envisioned th black leopard print as something 
‘dark and subtle, but the overall effect tuned out tobe alot 
‘lssier in-game. 


Level Design Supervisor: Yui Sawada 


‘We decided early onto use the same dress Tifa wore inthe 
‘rginal version, and then to create two new design to 90 
ang wit it There was ala of debate when we were brain- 
‘storming eas for these designs We thought about dressing 
her up like a maid ving her achocobo- patterned bikin, or 
making he look ike a dancer or police office. nthe end, 
we pico these unique dresses —one kimono-inpied, the 


‘ther something lc acheongsam—wth the hope that they 
‘would appeal to peopl rom a variety of backgrounds. 


= ____Level Designer: Yuri Hioki 
[remember tling the team, “You can't have a cheongsam 
\wthout pigtail buns” and begging them to make it happen, 
Fm realy grateful for everyone's hard work on this design, 


sarent@ ILLUSTRATIONS 


Stalf Comment 
Character Designer: Roberto Ferrari 
| think Ta shows more spunk here than she does in her 


younger ‘Keeping in mind that hs was stil be- 
{fore her father died, red to make her look cheerful and 


Co-Director: Motomu Toriyama 
| emember Tita’ cowgit cuttin the original version of 


‘he game being the favorite of Yoshino Kitase, wo was 
the crector at the tine, 


Pi OW \p 


> Tita (Age 8) 


_—— _ & 


‘This kind of out i quite ctferent from 
hat Tila wears as an adut but | gured 
‘hata tis age, she wouldn't have sated 


ner styl yet. Stal Comment 


Aerith 


Staff Comment 


Character Designer: 
Roberto Ferrari 


In this out, Aer looks Bke she could 
bea flamenco or tango dancer's fun to 
‘ee her ina bod, ey-red dress ike tis 
since it's such a departure from her sual 
style. By he way, you were wondering 


This was the only dress of Aerth's where 
we made her hai uty 
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Staff Comment 

Designer: 

Roberto Ferrari 

Since this isthe Dotter dress option, 

Tied to make i cok a ite cheap, See- 
here 

the design in-game was really funny. 


surat@ ILLUSTRATIONS 
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Staff Comment 

Envronment Artwork: Mizushi Sugawara 
hss tom when Ach an ana were being he nthe Shira 
Baking. Aough these two share aot of $30 memories, 
warts opty cme fhe god times they mus Rave ad 
togeeras moter and auger 


A. <Aerith (Age 7, Orange Dress) 
\ 


Character Designer: Roberto Ferrari 


This isthe young Aeth we see in flashback scenes. The blue and orange 
‘esses were designed so we could switch fom ane tothe other just by 
changing afew elements. 


saren.@ ILLUSTRATIONS 


Cloud and Friends as Toads 


Drawing this set was dificult because | 
wanted players to be able to tll who was 


{n toad form and without their accessories, 
the characters don't look that diferent from 
‘ne another a fist glance, but Barret sac 
‘wally 2 bit bigger and more muscular than 
the other three. We also made Toad Aarts 
and Tfa's pupa tl bit bigger in the final 
Yersion, and brought the color oftheir eyes a 
‘it coger to how they look as humans. just 
Jove how Tia’ red gloves and boots ended 
‘up being part ot her markings in toad form. 


valanche Memb 


Biggs isthe fst character | drew af- 
ter being assigned tothe development 
team for this game. used his 30 model 
from the orginal version a reference. 


Y Biggs's Gun 


Y Biggs's Goggl 


Staff Comment 
Character Designer: 
. Roberto Ferrari 
7 | designed Biggs's gun to be rem- 
0 iniscent of shark, 50 it's Kind of 
Staff Comment ee 
a Scenario Coordinator: 
Co-Director: Motomu Toriyama 
— Sebastes Meter ‘Manami Oishi 
We ariginaly designed goooes for v- 
ey character who ides a motorcycle in Prayers might remember tis gun 
Chapter 4 ut the eflect was abt much, ‘rom the fight atthe Sector 7 pilar 
50 In the end, we removed them from ‘nd the sting of bates in the 7-6 
(loud and Jesse ‘Annes. 's Bogs ever-relable part- 
ner in his ongoing search for juste, 
‘2s wel as proof that you “don't oota 
bea SOLDIER to make aitference” 
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<Wedge's Goggles 
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Y Wedge's Gun 
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A Jessie's Gun 


fide her romantic feelings behind ajoking 
smile, 


Staff Comment 
Environment Artwork: 
Cae! 
Geting to foow Jesse rom ith to the prs 


‘ent creating these photos made me feel that 
‘much loser to her character. 


Co-Director: 
Motomu Toriyama 


Jessi is Avalanches technical expert, capa- 
be of creating any gadget they may need, and 
hasbeen tinkering with machines ever since 
she was aki. The only glimpse we ever get of 
Jessi the actress in the photos in er family 
home, but hope one day we can recreate her 
time on the stage a the God Saucer. 


ariat@ ILLUSTRATIONS. 


A Letter and Theater Tickets Sent by Jessie to Her Family 


‘A Photos in Jessie's Father's Room 


Staff Comment 
‘Character Artwork: 
‘Asami Sugiyama 


Coming up with Jessie's stationery 
was dificult because we had to think 
about what kind of design a git her 
‘ge would pick to send to her family 
im glad we wound up going withthe 
Jemon patters—that one was my fa 
Vortt.As forthe Gold Saucer theater 
‘kets, | knew exactly what | wanted 
todo with them fromthe start. Nothing 
could have been better than the play 
featuring Princess Rosa from the date 
‘vent in he original version. 


Level Design Supervisor: 
Masatoshi Oochi 


The reason wy Jessie's fullname was 
revealed inthis game was actually be- 
Cause it needed to be featured on this 
tiket 
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Residents of Secte 


Wire 


Stalf Comment 


(Character Designer: 
Roberto Ferrari 


Johnny tured out o be more flashy and reck- 
less in-game than | imagined him to be when 
drew tis. | would've liked to have seen an- 
other side of him explored, but | guess he was 
‘hat sort of character nthe original version oo. 


Co-Director: 
Motomu Toriyama, 


Johnny was punt the rginal game as more 
‘ot ajoke than anything, but think the way he's 
taken on a larger role inthe remake—even 
featuring in the main questine—has helped 
im reach his fullpotential. hope we getto see 
‘mare of him nthe future. 


‘Character Modeling Director: 
Masaaki Kazeno 


His design is really coo, but he's such a pa 
thetic character in-game Poor Johan! 


omega 


The character team proposed a theory that the hair 
in Marie's ponytal was created bythe big bang, but 
they got laughed down For the record, wasnt the 
(ne who proposed i. 


Character Modeling Director: 
‘Masaaki Kazeno 


| remember noticing that there's a huge volume 
ot hai atthe back of Marle's head that realist 
accounted for atthe front, and then thinking that 
watever hate she's using must bea magical one. 


Level Design Supervisor: 
Yul Sawada 


No only i Mares hair unique, but her out is too. 
‘We wanted to have er relaxing in an armchair out- 
‘ide the apartment with her beloved dog on her fap, 
‘bat we were oid by the motion team that her clothes 
were to cfcut 0 animate when she was seated, 
0 she ended upstanding, much to our chagrin, 
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Staif Comment 


‘Scenario Coordinator: Manami Oishi 


(nce we'd deciged hat Betty would be the gi who 
‘Aeith saves in the Secor 7 under in Chapter 12, 
\we proceeded to use her ina number o other places 
too. think the scene in which Betty dances as pat 
of the Wall Market quest “The Power of Music” 
‘made alot of people's hearts met 


Co-Director: Motomu Toriyama 


‘When Johnny became more involved with the main story, got 
harder to use hm for smaller gags, 3 we had is parents fl hat 
‘ol instead. Johnny gets his broad-minded, devi-may-careat- 
‘do from his father, His mother, mean, was always too sot 
‘on him and spoiled him rotten. Tat show Johnny ended up being 
sucha freewheeling soul 


Staff Comment 

= ee ee From the start. we knew Jessie's mom | you walk upto the door to the livingroom 
al iar eis Sy SpE emcee wast going to survive the fl ofthe plate, | when you sneak int Jesse's fami bomen 
inn pliae as hs eae eng cou ide aes oak espte everything she'd already endured, | Chapter 4, you'l get to overhear some light- 
Se aay MWe tape i ie ocaues Re cpeee ol was designing her with tearsin my eyes. | hearted famly antec. She's a kind woman 
yobnpatate detepats Tink | mage her a lot calmer and more | who cares deeply fr her daughter and her 


‘composed than her energetic daughter. daughter's friends. 


Res 


Jents of the Sector 5 Underc 


Staff Comment 
Level Design Supervisor: Masatoshi Oochi 


When we requested Eimyra’s animations, we figured we'd prob- 
‘ably have her siting down since she's inthe comfort of her own 
home), butte physics of her apron when she's seated turned out 
tobe a major challenge for the motion designers. We had to play 
‘around wit the shape of he chai to nally make work. 


A Letter Notifying Elmyra 
of Her Husband's Death 
in Action 


A Eimyra (18 Years Ago) 


‘cute! Look at those litle wings! He even 
hhas paws! We made sur thatthe costume 
looked nice and ft in his 30 model 


This was Mirile's fist in-game ap- 
pearance after her debut in the novel. 
‘She slated out as just a petty thet, but 
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Co-Director: Motomu Toriyama 


‘te isa protagonist inthe novel Final Fantasy V— 
The Kis Are Aight: A Tks Side Story She's a new 
character who wasn the original game, so we tied 
to have her appear inthe background of scenes — 
around the undecty and onthe tain—trom the start 
of he remake, as a way to subtly get players to notice 
her This was actualy prety cfcut, since Midgar is 
absolutely jam-packed wit people, so if we weren't 
‘careful she’ end up getting lost inthe crowds 


Character Designer: Roberto Ferrari 


‘based my design onthe art used for erin the novel 
‘Thanks tothe excelent work ofthe voce actress, she 
fumed out tobe a great character—very headstrong 
and cheeky. 


Res 


Stalf Comment 
Character Designer: Roberto Ferrari 


This design was based on how | personaly imagine 

‘Don Comeo—wit a bg beer belly, Sure, e's realy 

tinal gn. does have sore cot moments 
ame, 


Co-Director: Motomu Toriyama, 


‘The humming that Comeo does onthe bed atthe 
end of Chapter 9 after posing his question was actu- 
ally improvised by the voce acto. | eal ike tt 
kind of minds me of the chocobo theme. 


A Mystery Drink Label 
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Staff Comment 

Character Designer: Roberto Ferrari Co-Director: Motomu Toriyama, 
Leale’s design was one of my orignal. | figured | Uke Kyrie, Les st appeared in FFVI—The Kids 
hati madehis calves look good, then cose-fting, | Are Arig He was a relly cok character in the 


‘nee-ength pants would suit him nicely novel, so we gave hima tragic backstory along wih 
bigger roe in the remake, 


> Pendant Leslie Gives to His Sweetheart 
Leste tem Fenanet Deg 


Asami Sugiyama 


This was the frst thing | designed after be- > 
ginning development on the remake, twas. 

{unto tink about what kindof jewelry Leste € 
‘might choose to give toa woman, | 


(yon owes iy 30, tke ar 
fe ck er ate et eo pe ack 
Doe any 2D act agua mm 


on 
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Stal} Comment 


Co-Director: Motomu Toriyama 


Scenario Coordinator: Manami Oishi 


Kotch and Scotch have simiar-sounding names, 
so there was abit of confusion during the record 
Ing sessions. Koch is the rowdy one who's quick 
to anger. | had this idea that ther commentary 
on the matches inthe underground colosseum 
would sound something tke a rap bat, so 
‘hen | worked on those scenes | was envisioning 
‘qckfre quips delivered wih rythm. 


otch and Scotch were made a lot mor in 
tense in the remake, and we had them go 
‘al-ut during the Hell House ight. The fact, 
‘hat we were able to incu such ahuge va- 
‘ety of woice lines really speaks tothe Scope 
of is project. 


‘Character Modeling Director: 
‘Masaaki Kazeno 


The dragon symbol embroidered onto 
the back ot his jackets sgn that eis 
ne of Comeo’s most trusted minions. 


Co-Director: 
Motomu Toriyama 


Scotch is alt bigger than Kotch, and a 
Dt more likly to tink betore he acts 


Staff Comment The cana beeen hen ep 
vce ators 0 come up wth Some 
Character Artwork: 
fun abs dg recorig. 
\Wetased i eagnon the ner of 
{he chocabocariage that Tia takes 


ln the original version. The whip is 
[usta fashion statement. 


Co-Director: 
Motomu Toriyama 


In keeping with the cowboy theme of 
(Chocobo Sam's outfit, we composed 
Wid West-inspied piece of music 
to play at the entrance to Wall Mar- 
bet where his shop is located. 
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Stalf Comment 


(Character Artwork: Yuki Yonezawa | __ Co-Director Motomu Toriyama 


Since she's a completely new character, if you choose the Standard Course when 
Madame M was designed without any | Madam M offers youa massage, she acts 
concrete drectons 3s fo what her ot- very businessthe, which fees lice 2 nice 
ing should lok tke. We had over twenty change trom her usual demeanor. Mean- 
lesions created including some basedon wile, the music that plays if you choose 
‘uniforms from real massage parlors, but | the Linury Course sa jazzy piece that 
utimately, we opted for courtesan-style gies menostage, '70s-era vibes. 
hing, 


> Madam M 


Yoshikazu Taken 


Stalf Comment 
Seenaro Coordinator: Manami Oishi 


We updated the overall image ofthe beau- 
‘ul Big Bro character trom the original 
‘game to be a bt more modern, and then 
Worked up his design and demeanor frm 
there nthe Japar 


version, his name is. 
sinan because he's the younger bother of 
‘Andrea, making him the second-eldest son, Orzo 
‘oF joan” in Japanese. We had a great time 


coming up with this pun alongside the level 
design team. MAN AMONG MEN 


We decided onthe Japanese names fr Ronnie 
and Jay in a similar punny fashion. “Zen Wan” 
(Ronnie) was named forthe Japanese word for 
forearms, while “San TO” (Jay) was named for 
the Japanese word fr triceps. We are inthe 
zoel 
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» O-C Ssssemen. 


‘makeup! twas a really touching scene for me. 
‘Scenario Coordinator: Manami Oishi 
‘The hneyboys' clothing design was based on 


‘the paper wasp. We requested that the coattails 
resemble wasp wings. 
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Stalf Comment 
‘Main Character Modeler: Dai Suzuki 
‘The dancers’ high looked just as powertu 


inthe 30 model as they did in these design 
Images. 


< Beck — son ntrongor th 


Stalf Comment 
Co-Director: Motomu Toriyama 


‘The idea was to have Beck and his gang try to use a 
{otf big words—and fall miserably—but that kind of 
(9 realy easy to overdo, and we struggled to get 
the balance just ight We handpicked the ines, rom 
‘several dozen candidates, that they say if you step on 
‘them when theyre pretending to be dead. 


asin trong dt, 


Level Design Supervisor: Masatoshi Oochi 


‘These three didn't have names at fst, so we gave 
them nicknames that were vaguely based on their 
‘ody shapes. Even ater we setied on the names Beck. 
‘Burke, and Butch, for a while there was stil alot of 
Confusion among the staf as to who was who. 
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The People o: 


Co-Director: Matomu Toriyama 


This is an incredibly gaudy and tacky Joking 
‘stl, but ts obvious effectiveness is enough 
tomake even Bart treeze up, 
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> Heidegger 


Staff Comment 
Main Character Modeler: Dai Suzuki 


His bead is black in these lustratons, but in-game it 
has. touch of siver tot 


Co-Director: Motomu Toriyama 
| thought about examples of workplace bulying when 


\wlting Heidegger's ines, and made him sound tke an 
abusive boss. 


Staff Comment 
(Character Designer: Roberto Ferrari 


Hojo toks abit more haggard now than he din the 
‘orginal version. 


Main Character Modeler: Dai Suzuki 


‘We ended up making his eyes ook more sic in-game. 
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Staff Comment 


Character Designer: 
Roberto Ferrari 


| think Reeve's simple design tured out 
tolook quite suave. 


‘Character Modeling Director: 
Masaaki Kazeno 


‘The secretary you see working for Reeve 
in-game is actually the second one we 
‘created. We completely changed the og 
inal's design mid-development because 
we ell she didn't quit 


> Reeve 


Stal Comment 
Character Designer: 
Roberto Ferrari 
| puta lt of thought into the color ofthe gemstones 
on Scare's earings and necace. | decided 10 90 
‘with emerald green for bot, but stil fee ke ruby ed 
would've Deen nce 


(Character Modeling Director: 
‘Masaaki Kazeno 


We had to make a tough decision onthe length of her 
satin order to keep the rating we wanted forthe game. 


‘Animation Technical Artist: 
Kazuaki Yamada 


When we were setting the parameters for the move- 
‘ment of her skit, | remember worrying about what 
would happen when she walked, because the sit inthe 
rmateral s 50 hgh 


en) 


Stalf Comment 
Level Design Supervisor: Yul Sawada 


For the character design of he inter in Shinra’ Re- 
search and Development Division, we requested a 
‘man carrying a bg rucksack, kind of ike O'aka trom 
‘FFX Needless to say, we were really surprised when 
‘hat we got back was this kid. He was orginally 
‘supposed to bea minor supporting character, but he 
‘Wound up fling a wider varity of les. 


LLovel Designer: Yuri Hioki 


We wanted to make Chadley an adorable, precious 
We boy, and | remember searching all over for 
feference images of schoolboy choir uniforms and 
sal suits We threw far too many requests atthe 
‘designers (or example, we wanted his out ore- 
‘semble a Boy Scout uniform as wel since he's al- 
Ways following after Cloud, bt as you can se, they 
‘really pulled trough for us 
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Staff Comment 


Character Designer: 
Roberto Ferrari 


| wanted to make Palmer look ike a cunning pol~ 
cian, 50 | gave him a very devious expression, 
| also decided to have him adopt Napoleon's 
trademark hand-i-jacket pose. 


» Co-Director: Motomu Toriyama 


Wl) Since the Space and Aeronautics Division that 

Palmer heads isn exactly functional, there 
‘weren't many opportunites to give him screen 
time inthe remake. That's wy we made him go 
‘onan inspection of Wall Market 


Y Chadiey’s VR Headset 
— ——_ 
Stalf Comment 
‘Character Modeling Director: 
Masaaki Kazeno 
‘We designed the VR headset to match the Shinra Com- 
rer ‘bat Simulator’s bootup device, but the ater design 


was changed after we'd already completed the head 
set In the end, we decided to match the look of the 
‘Simulator device and the VR headset. 
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YY Rufus Shinra's Gun 


Iw 

YY Rutus Shinra's Gun (ital Design) 
Staff Comment 

SI Load Battle Designer 

is ‘Kosuke Sakane 
A fist we thouaht about having Ruts 

Side view eto se) {unbe composed of wort guns— 
{ne long-barele and one shrt-bareled 
tat togterbt at also could be 
Spl apart and used separately The exon 
looked unbalanced when e was hong 
‘tough, soinstead we opted to have the 
‘io guns attached fon-o-back. We ao 
wanted to make it 0 that the sel cas- 
ings woul be exam the Darel by 
‘Side view (rng we) censfual force when the gun was spun 

rund. That dit make ino the al 
fame, but you cn sl kindof se tin 
Fouts’ motons when he spins and pus 
tack hard onthe gun when be relods 

~ 

Front view Top view (ung us) 
YY Rutus Shinra's Coin 


Staff Comment 


‘Character Modeling Director: 
‘Masaaki Kazeno 


We'd original intended for this coin to have the 
‘same image on both sides, but the design team's 
‘roposals were so good that we ended up puting 
‘ne on each side. 


Lead Battle Designer: 
Kosuke Sakane 


| realy wanted to use an image of Darkstar on tis 
‘coin, 501 was surprised and excited when one ofthe 
designs we got back was exacty that. 
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Character Designer: Roberto Ferrari 
The ae Ta ns ge we 
5, shoul- 


Staff Comment 
Character Designer Roberto Ferrans 


‘created this design fora younger Teeng just in 
ase, butt wasnt used. They ended up going 
‘wih his normal model forthe flashback scene 
ingame. 


Co-Director: Motomu Toriyama 
Teanga yung te 


passionate new 
‘tpi to be working for Shinra. 
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> Reno's Rod 


‘Scenario Coordinator: Manami Oishi 


‘mn Chapter 12 ight before Reno jumps out of he heicopter onto the Sec: 
{or 7 pillar, Rude tosses him the electrostatic rod and we get a close-up 
‘of he Shinra logo onthe grip. Ths scene reveals a glimpse ofthe sro0g 
‘bond between the partners, as well the Turks’ shared sense of responsi- 
bility and ther determination to get the jo done 


Y Reno's EM Mine yo} \, 


Main Character Modeler: Dai Suzuki 


In this design image, the earings in Fude's right ear are 
amber, but they ended up being a blush ue in-game 
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Staff Comment 
Co-Director: Motomu Toriyama 


{in the original version, | had him show up inthe 
‘areas ofthe game | was working on as a kind 
of trademark Back then, | was new tothe com- 
‘any, and he was the embodiment of everyting 
‘imagined a businessman tobe. He makes more 
‘appearances in the remake, and we get to see 
_nipptsof the struggles he has balancing family 
ie and his carer as a midcie manager | guess 
you could say his character has developed over 
the years. 


Level Design Supervisor: Yui Sawada 


Tis guy shows up on the ain, inthe Sector 7 
undercity, in Wal Market He might be the most 
wel-traveled ofall the supporting characters in 
‘he game—afterChadly, of course. 


> Domino 


Staff Comment 
Main Character Modeler: Dai Suzuki 


We adjusted his 20 model because It was 
litle too red-faced, but hen we were told 
{to make him look Uke he drinks every 6, 
‘30 we put the redness back. Yep, apparenty 
he's an unhappy crunk who goes on sazzed 
‘ants on the dally. 


Staff Comment 
Character Designer: Roberto Ferrari 


Roche isa cocky SOLDIER and abit of a bad boy, s0 with 
‘my design | tried to portray him as temperamental and 
‘ungrecictatle. | wouldve lked to have seen more of him 
in-game. 


‘Scenario Coordinator: Manami Oishi 


‘Some of the team thought that we should just use a 
‘Generic 3-C SOLDIER design for Roche. Other members 
Were eager to have a unique design drawn up for him, 
‘and to that end they put alt of efor into assembing & 
ple of character reference materials, The outcome was 
‘hat many people contribute to Roche's design in cter- 
‘ent ways, and he shaped up tobe a compeling character. 


G-Bike Level Designer: Yasuhito Goto 


We decided internally onthe color of Roche's custom 
‘bike very early on, 50 when we were asked what color 
It should be, the entire team was already in agreement, 
‘The reason we chose red is because Roche reminds us of 
‘certain masked antagonist who's also known fr being 
‘speedy and favoring the color re. 


Stalf Comment 


Co-Director: Motomu Toriyam: 


He looks like a kind and reasonable old 
‘man, but contrary to his appearance, 
he's actualy a rather ty old dog, 
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9 Ge pe pat 


<One of the Cloaked Figures 


Staff Comment 
Character Designer: 
Roberto Ferrari 


These are wandering cones of Sephiroth 
{was very careful to ensure that their 
aces would stay hidden 


Co-Dirvctor: 
Motomu Toriyama 


‘Their designs lok incredibly cool inthe 
and hard 
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Co-Director: Motomu Toriyama 


‘During voice recording, there were alot of people 
‘on-site who were ig fans of Noriko Hidaka, the 
voice of Claudia. Some were even wondering if 
We could give her more lines. 


Y Children Who Played with Tifa in Nibelheim 


Staff Comment 
Co-Director: Motomu Toriyama 
During development tis codename was 


“Corpse”... sure wel get to see T's 
ad ave and wel at some pint in the hte. 


<ifaina 


<Brian 
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Oth esidents of Mii 


Y Reporter YY Cameraman 


A Newscaster Love! Designer: Erina Shimamoto 


This is the guy who's geting ready to 
fi President Shinra during the opening 
‘utscene for Chapter 7. 


“< Station Attendant 


> Rescue Squad Member 


w 
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YY Hats Worn by Adult Males 


ae 


mM 
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Stamp 


ae 
/ 
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A Stamp (Yorkshire Terrier) 


Stalf Comment 
Level Design Supervisor: Masatoshi Oochi 


‘We wanted the packaging to feel realistic, 30 we had the local 
zation team contribute to the designs and the naming of the 
‘snack. "Stamps Champs" was chosen for te yming nature of 
“champ” shor or “champion.” and a stand-in for “recommen 
ation,” or one ofthe best products in a lineup, also rhymes! 


Cats 


‘A Abyssinian (Ruddy) A Abyssinian (Blue) 
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Location Illustrations 


FINAL FANTASY VII REMAKE 


Mako Reactor 1 


YY Mako Reactor 1 Station: Platform 


Staff Comment 


‘Scenario Coorinator: Manami Oishi 


take conta ofthe game. 
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‘A Mako Reactor 1 Station: Ticket Gates 


Train Departures Midgar Line 
Time Thi 
36 lmel=| nl 

[mas] 2 f 
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Sector 1 Station 


A Mako Reactor 1 Station: Route Map ‘A Mako Reactor 1 Station: Exit Guide 


15 


e * - * 
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‘A Mako Reactor 1: Utility Access B1F 


Staff Comment 
Level Designer: Erina Shimamoto 


‘on the monitor tra nares, 
‘beng inputted or ater the docs been un 


Y Scorpion Sentinel Battle (Concept Art) 


Staff Comment 


Scenario Coordinator: Manami Oishi 
‘The pathway that Cloud and the gang escape through when heating toward Sector 8 in Chapter 2 


{located inside one ofthe parton barriers that serve to vide Midgar's plates. They meet Biggs 
‘somewhere simlar in Chapter 6, inside a partition within Sector 4, 


Y Cityscape 
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A Plate Partition: Interior 


Staff Comment 
(Co-Director: Motor Toriyama 
8 covetown is but 


plodes is depicted in much more vivid detail in the remake 
238 compared to the original version 
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‘A Fountain Plaza: Building 


Staff Comment 


Co-Director: Motomu Toriyama, 


You can listen to the conversations ofthe stat! and 
quests just outside of the Hotei you're so incline. 
‘Since Aerth draws so much attention during actual 
‘Gameplay, that tle deta is easily overiooked 


WW 


YY Sector 8 Car 3) 
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The Sector 7 Undercity 


Y Panoramic View of the Undercity 


For me, this image does an excellent jb of conveying the atmosphere of the The Secor 7 under is home to Avalanche's hideout, Seventh Heaven, 3$ well 

Sector 7 undercty When our designers were making the in-game veuals forthe as to Clout and T's apartment building, Stargazer Heights, soi's an area that 

‘Moment when you enter the residential area from the pil plaza, we asked them players end up visiing often. That's why we chose “Main Theme of FFI,” the 

to stick as closely fo this image 2s posse word map track trom the orginal version ofthe game, to playin the background 
while you're exploring this zone. 


‘A Seventh Heaven: Exterior 


Staff Comment 
Co-Director: Motomu Toriyama 


Seventh Heaven looks ikea watering hole straight out ot cow 
‘boy mowe; it was made to match the Western-nspired outfit hat 
“Tifa wore in Nibebeim, For plt-eated reasons, we needed to 
‘make sure the interior wasnt visible from the outside, so we 
weren't able to add the swinging saloon doors you'd normaly 
expect to se wih his type of bulking 


> Seventh Heaven (Initial Design) 
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A Seventh Heaven: Welcome Mat 


Staff Comment 

Level Design Superson: Yui Sawada 
{eared tis rom the background designe nly ater was compete 
butter ave apparent several Easter eggs seated oop 
ttc Longe ans fhe series have caught many of hem, Bt Nea 


thal there are sil some that only the desgner knows about Try your best 
tod them al! 


YY Seventh Heaven: Interior 


'Y Biggs's House: Exterior 


'Y Wedge's House: Exterior 


A Stargazer Heights: 2nd-Floor Rooms 


> The Etolle Boarding House 
(essie's House) 
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Y Neighborhood Watch Sign 


Y Beginner's Hall: Flag 


Y Beginner's Hall 


Co-Director: Motomu Toriyama 


Wymer did't stand out enough on his own, So we decided to give him 
2 Smal platform with the neighborhood watch logo oni. We originally 
‘esgned the watch's equgment based on whal you'd see police of 
‘ers using, but since they have an insanely tight budget to work with, we 
\ecided 10 make the pieces look more handmade and less prolesional 


Staff Comment 
Level Design Supervisor: Yui Sawada 


Up unt we were inthe thick of development, we were planning forthe Beginner's Hall tobe three 
floors, just kein the original game. Many factors force us to cut a number of our nial ideas, 
Dut fora while, you could even goto he rom with a bed in it that served as an in in the orginal 
version. Fun fact he design ofthe boy onthe second ors based af ofthe kid who was begging 
for money in the orginal 


saree.@ ILLUSTRATION: 


ector 7 


Y Employee Housing District 


YY Jessie's Home: Jessio's Fi 


Staff Comment 


Scenario Coordinator: Manami Oishi 


ny ves inthe mide 
trict. In Midgar, neighbor 


YY Jessie's Home: Jessio's Father's ECG Monitor 


“< Jessie's Home: Jessie's Father's Work Uniform 


‘A Jessie's Home: Jessie's Father's Helmet 


Environment Artwork: Mizushi Sugawara 


The type of uniform and helmet that canbe seen in Jes 
sie father's room must be wom by al reactor employ 
‘es to keep thom sae rom mako exposuce There's tiny 
fan built into the helmet to keep the worker coo 


YY Jessie's Home: Radio Cassette Payer ‘A Jessie's Home: Jessie's Father's Wheelchair 


ado Caste Payer ness re 


128 


sarent@ ILLUSTRATIONS 


Y Sector 7 Residences: Exteriors 


Stalf Comment 


— te 


‘The Sector 7 sequences gave us the chance to depict the les ofthe residents who live on 
{op of plates, which is an aspect of Midgar hat wasn't covered al that much inte orginal 
version ofthe game, This is where many employees of Shinra live, and cozy, single-family 
‘houses are the norm. We hope that players can envision ving together wi the fades 
In quiet suburban bis here 


<S7-6 Annex: Training Center Sign 


A Sector 7 House: Interior (Does not appear in-game.) 


YY Sector 7 Schoo! (Does not appear in-game.) 


he Corkscrew Tunnel 


‘A Tunnel Interior 


Scenario Coordinator: Manami Oishi 
‘When you're in the corkscrew tunnel, you go inthe opposite direction from the on indicated by the Stamp grat, 


youll be stopped by Barett and Tita: However, there's actually a route that circles around, leading you back o the 
‘Starting poet and there's a special logue line you can hear you manage to make it through that long journey. 


Y Former Rail Yard 


‘A Tunnel interior @ 


Staff Comment 


Co-Director: Motomu Toriyama 


Since I's easy to get lost in an endless loop 
you head inthe wrong direc 

the tate lights and 

ide payers on 

the ight path. At fist, thought that there were 
too many trains runing at once but since they 
el the tun 

many runing 


Y Loading Bay Litt A Utility Access 


The Sector 4 Plate 


Y Maintenance Passageway 


< View of the Slums from Inside the Sector 4 Plate 


Staff Comment 
Scenario Coordinator: Manami Oishi 


When you vist the Sector 4 pate in Chapter 6, you get 
tosee the setting sun bathe the cityscape below in red. 
Even the sums, whic have mast oftheir natural ight 
‘locked by the plates above them, have certain imes, 
of day when they can get some sun. 
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Mako Reactor 5 


Y Reactor Core Bottom Level 


Staff Comment 


_Lead Environment Artist: Mana Ichihara 


We increased the number of monitors in Mako Reactor § 
in oder to ciferentate irom Mako Reactor 1. We ago fo- 
cused on giving the mako engin a unique design. 


The Sector 5 Underc 


Y Church: Attar 


~S 
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Staff Comment 


Design Supervisor: Masatoshi Oochi Lead Environment Artist: Akiyoshi Tamanoi 


e i by a colleague thatthe Sector 5 undercity was 
api o ed to construc the city above the plates. The 
1 provide a sanctuary forthe tired sous who 
S00 ‘ r ‘ a the amount of thought 
ashi perc, 7 


TA Dd 


Staff Comment 


Co-Director: Motomu Toriyama 
Wecan assume te church el int repair ateris rocket crashed info 
Ate xcaping with Ath you gta god ok at he church's exterior 
28 you ci across the rotons. Since this was pat ofthe egal 
‘version ofthe game, sein hat forthe fest ne really touched me 


YY Church: Crashed Rocket 
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aoe 


A Church: Exterior 


Stalf Comment 
Level Design Supervisor: Masatoshi Ooch! 


‘Asin the original game, Reno wats for Cloud to tnsh talking 
wth Aerith Defore he walks, but unlike in the orginal, the 
Church door st open, so insiead we have him cooing his 
heels and muttering to himsel outside ofthe entranceway. 
Reno probably spent a lng time siting onthe stars in front 
of he door, wang 


Y Church: Stained Glass 


Y Church: Chandelier and Other Fixtures 


[i+ 
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A Undercity Center District @ 


Staff Comment 


Co-Director: Motomu Toriyama 


nthe orginal version, there's a cloaked man ving in what was essen a giant 
ie. We expanded tat idea to the rest ofthe Sector 5 undercty forthe remake, 
‘rating homes that were bul using alot of industrial materials ike concrete pipes 


Y Undercity Center District @ 


Y Children’s Secret Hideout Symbol and Drawings 


Stalf Comment 
Level Design Supervisor: Masatoshi Oochi 


‘We wanted to show that the ciliren ofthe Sector § undercty are 
well-organized and mature for their age so we asked designer Mush 
Sugawara to create a symbol for ther 

swith arumber of crafts, he came back with one he was really cont- 
dentin. which combined elements ofa the previous submissions. The 
‘dese so proudly showed uss the symbol shown here, and that's 
‘he one that we unanimously decided to go with. 


sare@ ILLUSTRATIONS 


Level Design Supervisor: 
Masatoshi Oochi 


{ha a fun time throwing around ideas withthe 
‘background designer on how to reflect Miele’ 
ersonalty in the design of her house. For exam 
Ble, her tant door s actualy ust fr show, and 
{he real entrance is on the second floor, I's a 
shame that this building didn’t make it into the 
game. 


Mireille's House (Ooes not appear in-game.) Weapons Store 


Lead Environment Artist: Akiyoshi Tamanot 


We created the news animations that appear on these monitors toward the end ofthe 
evelopment cys. We put ina lot of etot to create the asets themselves, but we were 
‘almost more concermed with making sure that they appeared in chronological oder. So 
then we had to go around to everyone on the planning team to check or consistency ives 


Giant Monitor Staff Comment 
Level Design Supervisor: Masatoshi Oochi 


Our intial designs used only red, white, and yellow flowers, 0 
instead of a cactuar, we had originally depicted a bomb, 


Leaf House Flower Art 
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Level Design Supervisor: Masatoshi Oochi 
‘na word full of darkness and gloom, this isthe only spot with fowing water and 


‘roenery, making ity far the most tanqul locaton in the game. We | was des 
Ing tt fet tke | was working on a completely citerent game than everyone es 


Y Acrith’s House: Exterior @ 


A Aorith’s House: Exterior 7 


Stalf Comment 


Load Environment Artist: Akiyoshi Tamanot 


The layout of Aerth's house tured out wonder, but 
we wanted to ad a tle something to further improve on 
‘he design, so we decided to animate the water and fow- 
«ers. Adcing movement can go along way toward boosting 
the overall quay ofa scene; | was honesty suprised by 
how well t worked when | Saw the rished product for 
the fest ime 
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Y Aerith’'s House: 1st Floor 


Staff Comment 
Environment Artwork: Lead Environment Artist: 
Miushi Sugawara ‘Akiyoshi Tamanoi 
‘This isthe main floor ot Arth’s | We gave this concept art to one of our coleagues wih experience 
house. We wanted to make it 2 | in constucton, and he added a sight curve to the celing beams 
warm, welcoming space tat n- | to make took more convincing at they coud bear the weight 
stanty makes youthinkothome. | ofthe second floor. Apparent, you had the time and incinaton, 


You could actually bul his house in elle, st that amazing? 


'Y Aerith's House: 2nd Floor to Roof 


‘Aesth’ House (reir Design) 


sects teacom pee nemers ne pete eree 
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The Sector 6 Under 


A Collapsed Expressway 


Stalf Comment 


Co-Director: Motomu Toriyama 


A Collapsed Expressway: Robot Arm 


Staff Comment 
Co-Director: Motomu Toriyama 


Evergreen Park, where Cloud and Aecith 
sit and chat for a wile, is one of the 
‘most meaningful locations in the on 
‘nal game. hope that we were able to 
re-create that magic for players in the 
remake 
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‘Comment 


Environment Artwork: Mizushi Sugawara 


Tis is what Cloud and Aerth see when they fit arrive in Wall Market. Even 
though I's very lively, with hordes of people waking every which way under 
the bright neon lights, we wanted ito stl fee a tle rough-hewm and grungy 
somehow. 


Co-Director Motomu Toriyama 
‘We've inused many more shops here than in the original version, We also 


‘ed na tno logue for shop ower trying to get your attention and forthe 
eople wating in ine, which makes fel ke youre a Seder ie of town, 


A Evergreen Park 


YY Walt Market 


YY Wall Market: Back Alley 


jotomu Toriyama, 


ym M, or Andrea, the 


Y Wall Market @ 


A Wall Market @ 


A Wall Market: Weapons Store (Initial Design) 


5 
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< Avalanche Logo Painted on Wall 


ems 
‘Sam's Delivery Service Storefront 
¥ Sam's Delivery Service Logo 


BGs DakeysemegF 
/ 
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YY The Honeybee Inn: Exterior 


YY The Honeybee Inn: Honeyhall 


Staff Comment 


Scenario Coordinator: Manami Oishi 


The interior ofthe Honeybee in is intended 
{o-evoke the inde ofa beehive. To that end 
nal shapes are incorporated ito ev 
ook and cranny ofthe bung, from 

the booth seating to the stage equipment 


‘A The Honeybee Inn: Fountain A The Honeybee inn: Private Room 
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\Y The Honeybee Inn: Stage Prop @ 


Y The Honeybee Inn: Stage Prop 


Staff Comment 

Cutscene Orector: Hidekazu Miyake Evronment Artwork: Mizushi Sugawara 
Ths the flower at Anta pops out of estage ane Honeybee nn. This one of he eas we ad athe dance stage 
Inte ety prs of Seveopent we wanted he terre oe ower ie Honejbeeion ts sugpaseda he eae he 
‘alo mae resi Bu when wo stu pt ba fower ne game ences oa aneybee yo tenet ee 


the petals wee too big, which made ilook ke some kind of carvoraus 
plant, 0 we opted fora mace synthetic appearance 


YY The Honeybee Inn: Stage (Concept Art) 


Staff Comment 
Co-Director: Motomu Toriyama 


‘The story gets mare serous once you eave Wall Market, so we add the 
Honeybee i's extravagant dance performance to boost the entertainment 
factor and realy daze payers. Getting the music right, doing mation cap- 
ture forthe dances, and fine-tuning the rhythm game made this an ex- 
‘remely time-consuming scene to create. 


(Cutscene Director: Hidekazu Miyake 


‘We originally planned to include pote dancing i the scene. t's too bad that 
we weren't ble tohave thatin the game 
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ind-Massage Parlor: Exterior 


A Madam M's Hand-Massage Parlor: Interior 


Stalf Comment 

Environment Artwork: Mizushi Sugawara, 
This Madar M's massage parlor The Japanese 
rare of he shop has two meanings: "to massage 
wt the hands” and to asp one's hands in sup 
Blcation o apology.” 


<< Madam M's Symbol 
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‘A Materia Shop: Exterior 


Stalf Comment 


Co-Director: Motomu Toriyama 


The owner of the materia shop looks 
kind of cool lounging about on his ide 
makes his character more cstincve 


Stalf Comment 
Co-Director: Motomu Toriyama, 


When | frst saw the ilustration of the bar, 
‘noticed there was a stage for karaoke, so 
| wanted to have characters actualy sing 
In-game. It was. prety dificult trying 10 
(et oth the Karaoke and the Wal Market 
Dackground music to play simuftaneously 
‘wile also keeping both tacks coherent and 
audible 


Y Bar 
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Y Chocobo Bean Popcorn Shop 


Staff Comment 

Co-Director: Motomu Toriyama 
This isthe same eatery that’ inthe orginal game. The ini- 
tial 3D models forthe food didn't ook as appetizing as they 


should have, shad the team members in charge rego them 
‘a number of imes, unt they loked mouth-wateringy good. 


Staff Comment 


Senior Assistant Producer: Yuma Watanabe 


We brought part of the game to life by re-creating one of te Wall 
Market shops at an overseas press event, wich really helped sat 
the mood forthe venue. Needless to say, the meda was absolitely 
‘elghted 0 soe it 


A Hole-in-the-Wall Restaurant 


'Y Materia Ice Cream Stall 


‘Potion Juice Shop 


Y Potion Juice Bottle 


Staff Comment 


Environment Artwork: Mizushi Sugawara 


The red text, which says “ce” in Japanese, was 
<rawn to resemble agiantron sphere. t's supposed 
to look tke a wrecking ball has caved in the side 
of thecar 


Staff Comment 
Environment Artwork: Mizush Sugawara 
We cesoned tes gto ce betes with he in 


tent that they coud also be used as glow scks when, 
watching a show atthe Honeybee lan. 
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A Monster Burger Stand (Initial Design) 


Gate statue design—warrior vs. snake mon 


Warrior design (without spear, coils) 


‘A Corneo Colosseum: Gate Statues 


Y Coreo Colosseum: Elevator 
Arena Fight 


rai 


creating 
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A Corneo Colosseum: Stands 
Y Corneo Colosseum: Underground Arena Statues 


Lead Environment Artist: Akiyoshi Tamanoi 


These statues were designed wih the intention rat atheugh they 


‘sal etal ike these, 
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YY Comeo Colosseum: Giant Monitor 


A Corneo Colosseum: Ceiling 


“This sealing areas actualy not 2 simple design 
set's Deen made took Whe a Bust temple 
{thats been repurposed. Match terest othe 
‘olossau fr eoor scheme. 


ort maketh banners at he front to lou ooking. 


‘A Corneo Colossoum: VIP Seating (Exterior) 


Curtain design oetas 


Te bung and courtyard architecture 
‘wil be based on hose of a Wadtional 
Japanese temple, combining od rees 


‘and plaster wal wich wil be pared 
wth Coreo's uling materia. Tis 
‘wil rest na. calm, muted ook, 


A Corneo Colosseum: VIP Seating (Interior) 
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‘A Corneo's Mansion: Exterior 


Co-Director: Motomu Toriyama 


‘Because ofthis sign, which was ais inthe orignal game, many staff 
‘members asked me to come up with Corneo-stye readings for other 
‘ean characters.[Comeo's name, usualy written using a diferent a 
‘habe or foraig loanword ishere wren phoneticaly using kan.) 


Y Corneo's Mansion: Front Gate 


‘A Comeo's Mansion: Central Foyer 


Y Cormeo’s Mansion: Signs Above Doors 


<Corneo's Mansion: Partition 


Staff Comment 


Co-Director: Motomu Toriyama 
We included special iting fixtures in 


the playroom to emphasize Corneo's 


Y Corneo's Mansion: Playroom 
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‘A Corneo's Mansion: Vaso 


A Comeo's Mansion: Central Foyer Carpet 


Stalf Comment 


Load Environment Artist: Akiyoshi Tamanot 


This was designed to look like the old, man-shaped 
‘machines tat you could often find at Japanese 
the 


A Corneo's Mansion: Office Carpet 


A Corneo's Mansion: Vending Machine in the Shape of the Don. 
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Lead Environment Artist: Yuka Kaiji 


The sewer system inthe original version ofthe game was a smal area, not much more 
than a hafay. inthe remake, we decided to make ta large dungeon Aer many 
rounds of discussion with the developers, we added a tn of quests and encounters 
unique tothe sewers that weren't in the criginal. When we finished this usta, 
remember everyone geting excited about how the area looked ike i would Become 3 
traversable passageway once the water level was lowered 


Co-Director: Motomu Toriyama 
Tifa and Aen are together throughout his section, 0 we wanted them to have con 
versations that would deepen ther retabonshp We had the two tak about regu 


‘everyday stufl—things that your average undercty girs might discuss—in spe of 
the tense situation they're in 


Battle with Abzu (Concept Art) 


The Sector 6 Aqueducts, 


‘Symbol on Corneo's Doors 


Lead Environment Artis: Yuka Kaji 


We wanted the battle with Abu take advantage of 
it locationin the sewers, so we kept going back and 
forth withthe level and battle designers to exchange 
ideas. | tink we were abe to create avery distinc 
tive atl by having Ahnu make extensive use ofthe 
physical environment, doing things ike controling 
the water flowing out ofthe pipes, concealing it 
sim water and splashing trough puddles when 
attacking, 


wre ILLUSTRATIONS 


A Switchyard Rui 


Y Ghostly images 


Staff Comment 
Co-Director Motomu Toriyama 


The train graveyard was based upon the concept of “Cloud and 
the two gs gong through a haunted house lager ° We cit 
want to push the Year factor too hard and tum this into a hor 
{or game, so we tied fo srke the right balance by stating wth 
‘host children paying tricks on the party, then gradually making 
the story darker as it progresses. 


Level Design Supervisor: Yuya Setogawa 
‘Our level designers worked hard to maintain an atmosphere of 


iystery and foreboding in this decrepit, abandoned locaton, 
‘even inthe modst of al te chaotic acbon 


YY Maintenance Facility 


Environment Artwork: Mizushi Sugawara, 


These drawings were done by the ghosts of children At fist we 
‘ried making the drawings realy colortul, but since some people 
felt that made them less scary, we ended up changing them to 
ail whe 


Y Railway Turntable 


Level Design Supervisor: Yuya Setogawa 


We designed the rain graveyard based onthe ide that it was 
‘he od train station bere the Sector 7 Undercity Staion was 
built so you can see some remains ofthe original tracks. The 
‘umfabe is one such remnant rom the former station. 
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he Sector 7 Pillar 


Staff Comment 
Co-Director: Motomu Toriyama 


‘The Sector7 paris where Avalanche makes its last stand nthe slums, so 
we wanted it to be the stage for an even fecer bate than in the orginal 
‘game, | think that this sequence really tugs on players’ nearstngs, espe 
‘aly when they have to say goodbye fo certain Avalanche members. 


Level Design Supervisor: Yuya Setogawa 
We realized during development tat it Cloud andthe gang used the rope 
to swing off ofthe collapsing pillar Wks they doin the original game, they 


ould crash into the ground. So we changed the way the rope works in the 
remake 


Y Sector 7 After the Plate Collapse 


A Pillar Contro! Tower: Top Floor 


Staff Comment 
Co-Director Motomu Toriyama 
8 be oe we gan towne fe srt the Sect 7a cenano. tanta 


pce of concept art was already frished. That was fortunate, because it allowed 
1s fo easly envision the kind of Brutal ight that would lead to such devastation 
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A Pillar Control Tower: Walkway A Plate Control Terminal (intial Design) 


he Underground Test Site 


Y Mako Research Facility 
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tn-pame Screenshot 


Co-Director: Motomu Toriyama 


The Shinra Building 


“ . (=. f 
(‘-. 


A Sector 0 


A Sector 0 3 


Staff Comment 


Co-Director: Motomu Toriyama 


am much inte orig 
Bul 
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‘A Promenade Leading to the Shinra Building 


Staff Comment 
Environment Ast Takeru Kunimoto 


rial Yo work with 
effort into making th 

92 looming megastructores that had 
Shinra Bulng 


A Sector 0) 


A Plaza at Shinra Building Entrance @ 


Staff Comment 


Co-Director: Motomu Toriyama 


[A the begining of Chapter 16, there's a scene in wich we see the Shinra Building before the 
‘camera pls back to reveal lous looking up at, welding te buster sword, This scene was based 
fon the concept at or the onal game, but we actualy had quite ait ol rouble recreating. was 
tough fo find a place to put Cloud thal was just he right height fo match the artwork 
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‘A Underground Parking Garage Entrance 


Co-Director Motomu Toriyama Staff Comment 


‘nthe origina, Cloud and company simply bustin through the font doc of the Stina Bung Co-Director Motomu Tortvame 


In both he orignal game and the remab 
the Shinra Buling 

office bldg that was sighty more ft 
txsted athe time of development 


‘A 1st Floor: Entrance Lobby 


A 1st Floor: Exhibition Hall Security Gates 


Y Emergency Stairwell 


Staff Comment 


Co-Director: Motomu Toriyama, 


‘As Clout and the gang cli up the emergency starwel they quicly run out of 
breath, 20 the voce actos drew out their ines, speaking in slow, ragged gasps, 
Because of tis, when we added the voiceovers to the game, the characters lines 
‘ended up overapping—ane line woud start playing before the previous one had 
finished. Asa result, many of the ines we recorded for this scene didnt actually 
make it into the game, though we tried to keep as many as we could by finely 
‘splicing the aud fies and ispersing them stratgicly troughout the scene. Co- 
Incidental we had a safety cil at our office at one point during development and 
had to take the emergency stawell, so we drew inspiration from that experience 
in writing these lines. 


Senior Assistant Producer: Yuma Watanabe 


(ne trailer has a scene showing the characters cimbing the emerpency staircase, 
‘and we actualy had to run up and down the seps over and over again to get that 
footage. We were coming up against a deadline, too, and when we finaly got the 
scene done we were al sick of stirs. that point, | think we truly sympathized 
withthe plight of Cloud and hs friends, 
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60th Floor: Panel at the Entrance of the President Shinra Exhibit 


Staff Comment 

Envronment Artwork: Mizushi Sugawara 
We came up with some interesting content or the 
Meme Meseum ch fers grpse lo Pow 


Sina grew from its bumble ngs asa small-time 
rmanulacture into gant megacixperaton 


Y Shinra Manufacturing Company Portrait 


\Y Photograph of President Shinra 
Y Shinra Manufacturing Sign {from the Shinra Manufacturing Era 


Stalf Comment 
‘Scenario Coordinator: Manami Oishi 


Tis is the company’s sign trom when it was stil a small fm. 
known as Shin President Shinra drove the 


Staff Comment 
Lead Envnment Ati: Akiyoshi Taman 
The machinery that a young Present Shirai pred 


working on her is actully apart ofa sun lamp trom Sector 
4, Pemaps twas President Shinra himset who installed the 
lamps, 


Y Drilling Rig Blueprint 


Scenario Coordinator: Manami Oishi 


‘This is @ ueprint for a citing rig used by Shinra in the 
process of ‘mako. The young President Shara 
helmed the project, striving to make mako energy the com- 
any's primary business. 


A Shinra Electric Power Company Commemorative Plaque 


i) 
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Y Brand Logo: The President 


Ae, 
PRESIDENT 


YY Photograph of President Shinra and Mayor Domino 


Stalf Comment 


Scenario Coordinator: Manami Oishi 


‘logo design featuring the image of President Shinra himself, used 
{as branding for is line of ary goods. His cigars can be seen on 
splay atthe Memorial Museum, but he also has is own brands of 
many other products, such as whiskey, walches, premium stationery, 
and more 


YY Panel Showcasing President Shinra’s Gun 


m 


Y 60th Floor: Business Division Exhibit Information Panels 


ie 


Sean bd 36d FPA IER TEE 


Publi 


Aeronautics 


ibe Ear cone 

Co-Director: Motomu Toriyama 

Research and Urban Rap a 

Development Planning Sars oredr pode an voir evi the 
Teapecve arts Hower, since eye gt such 

$tong personales, we he noe of fem wou be 

bie ote noductons na svaghtoreard manner 


YY 60th Floor: Ground Plan of Sector 8 in the Business Division Exhibit 


ae SECTOR: 
ze ; 


m 


Staff Comment 


Co-Director: Motomu Toriyama 


‘As part of the development process, 
we replayed the orginal game many 
‘ies. During one playthrough, we re- 
alized that the mini-game on the 60th 
floor of the Shiva. Buling—where 
you have to hide behind statues ofthe 
Shinra family to avo the guards—is 
‘eally dificult So I'm relieved we de 
‘ied not to re-create for this game. 
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A 60th Floor: Memorial Museum (Initial Design) 


her eek ike 
then ts est 
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A 63rd Floor: Recreational Facility (Food Court) 


A 63rd Floor: Shrubbery 
in the Food Court 


Y 63rd Floor: Urban Planning Division Office 


Environment Arist: Takeru Kunimoto 


This is the Urban Planning Division's offce onthe 
{6a floor M's hard to noice tes deta, bt you 
ook csely, yout see Reeve working inthe back 
(of the room, then cisappearing when the board 
‘meeting is about to beg. 


Stalf Comment 
Co-Director: Motomu Toriyama 


The Recreational Facity was based on an actual 
space inthe office building that Square was rent 

Ing during the development of the orginal game. 

leven remember seeing this kind of greenery in 
that space, thought wasnt ths extensive. 
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Environment Artist: Takeru Kunimoto 


‘loud and gang enter the 6th- for bathroom in 
‘te to sneak into the air duct. The bathroom is 
‘actualy modeled on the ones in the Square Enix 
offices i Tokyo. 


64th Floor: Bathroom Stall 


(64th Floor: Bathroom Layout (Initial Design) 


Co-Director: Motomu Toriyama 


I's sad that the goal of every businessperson isto have a seat in 
{he hallowed boardroom. As someone who has ogo to meetings 
\nboardrooms several mesa yar, have to say hat hey remind 
te ol the conference room in the Shinra Buiking every tine. 


64th Floor: Conference Room 
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‘A 65th Floor: Hojo's Laboratory —Testing Facil 


A 65th Floor: Hojo’s Laboratory —Test Subject Capsule 
¥ 65th Floor: Hojo's Laboratory —Test Subject Capsule 


A 65th Floor: Hojo's Laboratory —Test Subject Capsule @ 


65th Floor: Aerith’s Old Room 


Staff Comment 


Environment Anwork: Mizushi Sugawara, 


This is the room where Aerth used 1 We with 
‘ala, Despite how cold and unwelcoming the space 
‘seems at st glance, you can sil make out some 
‘ts of warmth, 


YY 65th Floor: Picture Drawn on the Wall of Aerith’s Old Room 
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Staff Comment 
Co-Director: Motomu Toriyama 


Wen we submited ths design request the original rif was to make the drawing look tke it 
was dane by both Aerth and italna as they talked about the history of the Ancients. However, 
‘according fo the story by Kazushige Nojima thats in FFVI emake: Word Preview, ert crew 
the picture asa chad by hese, wich tured ou tobe a sadder tale, think both origin stores, 
are wonderful 


Environment Artwork: Mizushi Sugawara, 


We inuded the Ancients’ ieclogies and history alin this one drawing, We decided to run wth 
the idea of Aerth acing to the piece gradualy over te yeas, so we looked at drawings dane by 
Charen from cflerent age groups, and ha elements in Aert’s work show paral dferences 
in sieve 


Y Classified Research—The Drum: Pathway 


Y Classified Research—The Drum: Bridge 


Staff Comment 
Co-Director: Motomu Toriyama 


Jenora's experimentation foo in the remake now 
‘contains Hojo's special research facity and 0 is 
‘much larger than it was in the rginal game, 


Environment Artist: Takeru Kunimoto, 


Have you heard of automatism betore? I's an as- 
Dect of sureaism, a 20th-century movement in 
literature andthe arts. Simply put, I's based on the 
ea that by quickly seting something down before 
taking the time to think about, you can crate in 
pred, unexpected things, Because ofthe Orum's 
large scale and the imited time we had to work on 
I tamed out tobe a chaotic space that came into 
being via a process similar to automatism, 


¥ Classified Research— 
‘The Drum: Bridge Lever 


Y Classified Research—The Drum: Central Terminal 
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Classified Research—The Drum: Battle Test Sito 


Staff Comment 


Environment Anwork: Mizushi Sugawara, 


38 does a fantasticjob of depicting the 
itegty and dimensional warping 


‘A 70th Floor: The President's Office (During Battle with Jenova Dreamweaver} 
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Y 70th Floor: The President's Desk 


Lect 
pmtipany 


A Shinra Electric Power Company Logo 


he Midgar Expressway 


A Highway © 


Y Highway @ 


A Highway @ 


Staff Comment 
Co-Drecta 
Motomu Toriyama 


During development, we also created 
a scenario where Roche makes a re- 
appearance inthe Midgar Expressway 
‘motorcycle mini-game. But since is 
(0oly character wouldnt mesh 
withthe serious story elements that 
‘Occur around then, we decided to save 
his character for later opportunites. 


‘Asienation Technical Arts: 
Kazuaki Yamada 


‘Shivers ran down my spine when frst 
heard how windy this area was meant 
tobe. The movement ofthe characters’ 
Clothes becomes much more compl 
cated when theyre fighting in strong 
winds, sol was pretty concerned about 
how our physics simulation for those 
animations would 90. 
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Lead Battle Designer: Tomotaka Shiroichi 


Inthe moments leading up tothe creation ofthe horde 
of whispers, a vortex of debris forms, and from within 
thal debris, you get to see a bird's-eye view of Mid 
‘ar, starting wth the Shinra Building. The high vantage 
point comes rom Cloud and his tends having been 
hurled hundreds, maybe thousands, of meters up into 
the sky 


Lead Environment Artist: Aklyoshi Tamanoi 


We created tis action nthe inal stages of develop 
ment. Due to time restrictions, we had to use exsting 
assets (the basic data used to create a game) as we 
attempted to make a devastated highway that loked 
tke ou concept art. 


Whisper Harbinger Battle (Concept Art) 
Whisper Harbinger Battle (Concept Art) @ 


Lead Battio Designer: Tomotaka Shiroich! 


This pce was drawn when we were creating the 
battle against the Whisper Harbinger, inorder for us 
to ge a feel forts scale aganst the characters and 
the background. At fist we planned to have players 
lighting against the giant Whisper Hartanger alene 
However, we were requested to scale the enemy 
‘downto be closer to human size, so we ended up 
‘toting the three Whispers. 


Environment Artwork: Mizushi Sugawara 


‘Sephrotn’s wing was used as insiraton fr the 
‘background featured in the final confrontation be- 


tween Cloud and Sephiroth. Sometimes beautiful 
{things in ite don't come from positve places. 


Starry Sky @ Starry Sky @ 
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Past Nibelheim 


‘A Water Tower Location 


Y House 


A Nibel Mako Reactor: Interior 


A Nibel Mako Reactor: Door 


Y Nibol Mako Reactor: Gate 


oe 
Sn RD 


— 


¥ 


ean Craig c 


Y Gratfiti: English @ 
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No Running No Littering No Smoking 
Prohibited Items Ne 
SURPACE 


High Pressure 


, 
, 
CAUTION § mn Xx 
x 4 ww 7 — 
, y x 
4, 
4 NO ENTRY ; ix 
: y Authorized Personnel # aE 
Only rT ~ SECURITY 


ON PATROL 


"SiO DAD tbarrrrrre 


A Warning Signs, 


Stal Comment 
Lead Environment At: 
amano 


| id’t make these signs mysel or spect 
cally request to have them made, but since 
they're pretty useful, we threw them up here 
and there throughout the game. 
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= Y 
; BE sin vieton MR sre ‘ 


HBAS 


Nowjgecruiting ! 


TEL:T-555- MESSAGE 


Stalf Comment 
Envionment Anwork: Mizushi Sugawara 
‘The postr that says “Dont lat them eed the planet dry” was created 
by Aralanehe, an erganiatonealing fran end to te Usage of maka 
They must have ao of iscretonary funds they can afod to make 
Color postr tat ares gong be topes ha ron aay 
Level Designer: Yuri Hick 
tim sue the exquistely shady advertsements or Shira Construction 
‘helarest contraction company in Megar ely ete te company = 
ae approval ang 
Serior Assistant Prodcer: Yuma Watanabe 
‘snc our seat were close to each ote one of my coeaques ho was 


‘hat came to mind was a sign saying “Advertise Heel” Even landowners 
In Midgar struggle to find advertiser ofl the space they've oot 
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Qs SECTORS 


DENTAL CLINIC 


ewues 


pART LOUNG; 


* Heart Strikers ° 


YY Train Car Advertisements, 


Senior Assistant Producer: Yuma Watanabe 


The ad atthe top lft of tis section incorporates alight bulb manufac: 
tured by Shinra. t's based off ofthe concept hat the bulb lass for twenty 
years, $0 if you'we had to replace it five times, you've been fortunate 
enough to five along fil. | asked the people in charge of designing the 
234 focus onthe le deals, suchas decicing whether the color of the 
Sight shouldbe incandescent, natural white, or loser to daylight 

The advertisement below the fight bulb one is fora novel ted Last 
‘Fight The stor is about a man who, having lost both his friends and his 
reams, risks his He for one final shot at redemption (the eponymous 
“ast fight"). The people of Midgar especialy love the scene when he 
hops on an airship and fs of into the amber-red sky in search of his 


byte acd il Mato ra Ss 
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Item Illustrations 
[FINAL FANTASY VI REMAKE 


Veapons 


| 


Iron Blade 


I 


Nail Bat 


Co-Director: Motomu Toriyama 


The nail bat was a fan favorite inthe orginal 
(game, but it was also prety hard to get. | was, 
sure that the dev team would make equally 
Challenging to find nthe remake, so imagine my 
‘surpisa when | discovered one of the Kids inthe 
Sector 5 slums caries it around on his back! | 
‘ever thought they'd tum itinto aquest reward 


Twin Stinger 


Co-Director: Motomu Toriyama 


The myth saber is orignal to the remake 
and is the final weapon the player can obtain 
betore the end ofthe game. t's key to make 
an appearance in future Final Fantasy ties, 
| wanted to make sure it had a suitably cool 
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Y Steel Pincers 


Co-Director: Motomu Toriyama 
Barret’ melee weapons canbe a ite cunky o use in bat- 


‘i, Dut | ike the way they reflect his blunt, no-nonsense 
personaly 


Y EKG Cannon 


Co-Director: Motomu Toriyama 


You' have to pay Hart, the deputy mayor of Midgar, a cool 10,000 gto get 
him to slip you this gun under the table. But between ts impressive visual 
effects and its demonstrable eficacy, ike to think i's worth the money. 


‘Main Character Modeler: Dai Suzuki 


‘We were criginaly going o give the EXG Cannon a transforming barrel ike 
inthe concept art, but sadly that idea ended up onthe cutting room for. 
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A Purple Pain 


Co-Director: Motomu Toriyama 


‘The Sonic Stes enhance Tits already speedy combos and tok 
lncrediy sleek while doing i They're defintely my favorite weap 


instead, the laws ended up staying in 
Cutscene Director: Hidekazu Miyake 


Before we shortened the claws, it was possible for Tifa to wear 
them during the scene in Chapter 3 where she teats Cioud to 


< Silver Statt 


Staff Comment 
Co-Director: Motomu Toriyama 


| think these kinds of orate, elegant weapons 
‘suit Aeith perfectly. Oris that just me? 


> Mythril Collar 


Staff Comment 
Co-Director: Motomu Toriyama 


‘We envisioned this cotar as something Professor Hojo 
‘developed asa means of affixing materia to his exper- 
‘imental subjects. 


Fed Xl uses headkresses as weapons in the origi- 
‘nal game, but we oped fr him to use a colar in the 


Staff Comment 

Cutscene Director: Hidekazu Miyake 
The dangerous tips on some of the staves change into something a litte safer during certain 
‘atscenes This stems for 3 clsene i the sewers where ent Rll ot erst ta Claud 


to save him fom fling. The gesture wouldn't have been quite so helpful her stat had an 
enormous blade onthe end of 


[Mythril Collar] 


Details Red Xill's weapon when he joins 
your party in the Shinra Building. 
Has higher attack power than 
‘most obtainable weapons at the 
point in the game when you en- 
‘counter him. 


Design Plain leather set with materia, 


Equipped to Red Xill 
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Y Mesmeric Armiet 


YY Studded Bracer 


Y Magician's Bracelet 


A Gothic Bangle 


ail 
/ 


Z 
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Y Geometric Bracelet 


Co-Director: Motomu Toriyama 


Rerwmoine 


A Shinra Bangle (Downloadable Content) 


A Comeo Armiet (Downloadable Content) 
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m2 


Acce: 


0. 


YY Power Wristguards > Bulletproof Vest 


Y Transference Module 


Side view 


We 


Staff Comment 
Battle System Designer: Ryota Wwagami 
{recall asking the designers to make the ranserence mule an he spectral 


ogee "iok ike they' flthe limit gauge as you consume ATE charges and 
cast spells” whic s kind ofa crazy hing o request, now that think about it. 


[Bulletproof Vest] 


Stalf Comment 
Battle System Designer: Ryota lwagami 


The champion bet was obtained fro the Bate Square inthe Gold Saucer nthe 
riginal game, Dut had less flashy locaton in ming forthe remake, | asked 
{or the extravagant design tobe toned down a ite. 


YY Suporstar Belt (Downloadable Content) 
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Staff Comment 
Co-Director: Motomu Toriyam: 
We originally wanted this amulet to be a good luck 
‘charm that Marlene would make foc Baret during a 
‘quest. But that paricutar quest was changed signt- 


Canty during development, so we gave the amulet a 
‘moogle-based design instead 


<Moogle’s Amulet 


Staff Comment 
Character Production Manager: Wataru Bantani 


This accessory was actualy added in asa rush during the 
end of development, afer we realized with horror that we 
‘cn't have a suitable reward prepared for players who 
‘eleated the Pride and Joy Prototype. Everything ese was 

Y Whistiewind Scart finished in good time, but we were working on The model 
for this one almost itera up unt he last minute 


Staff Comment 
Co-Director: Motomu Toriyama ‘A Gatterdimmerung 


| used this accessory alot for its auto-haste effect, 
but also kd imagining Cloud wrapped up in this 
‘ice, warm scart the entire time. 


Instinet 


Stall Comment % 
‘ i Ses Seg yen mre 
mane ex aoe eae 
ee eee en } =. 
ne sceree ee peer 


Wwe gota tie further into development, we de- 
‘ied to have it boost HP recovery instead, 


Votaany Tenant ‘A Healing Carcanet 


Debut ring 
Staff Comment 
Battle System Designer: Ryota Iwagami 
Infaty, we requested a design featuring a snake mott, as we intended 
to tur is rng into an accesory wth debilitating fects for use in 
Challenge runs. That concept reminded us ofa Japanese saying about 
"arog scared sti by avipe” Going rom tat, having the ing giv the 


weare the toad status effect seemed lke an obvius choice 


A Enchanted Ring A Enfeeblement Ring 
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Tarot Cards 


A Tarot Cards 


futo-Life Earrings 


Stalf Comment 
‘Co-Director: Motomu Toriyama 
Test es came in cetera sages ol ep tn ey 


were drawn in such gorgeous detal tha he development team thought 
‘hey were part of some new mini-game that someone had added at he 


~ & <temteeree 


= \Wf= 
i Nu? \ 


last minute. actualy caused a manor panic! 


A Otherworkdly Crystal A Mako Crystal 
(Downloadable Content) 


< Salvation Badge Y Circlet 


‘aking sure that we preserved the feting of 
the orignal design. 


Key Items 


Staff Comment 

Level Design Supervisor: Masatoshi Ooch 
‘The moogle medal side content originally had play- 
er looung fora aire colece Lt wth he 


Creation of Moggie, we changed the item to the 
‘moogle medal you see in-game. (We actually hac 
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‘get the existing medals specially redesigned...) 


Staff Comment 


Character Artist: Kazuki Ozawa 


‘When creating the 30 model, we paid special atten 
‘onto the design's unique color and shape We aso 
had to consider the inner workings ofthe device and 
how it was plece together, which s something that 
‘wash tincluded inthe concept art 


This key was to be used in the Sector 7 slums, so 
we made ita physical key to contrast with the key 
‘cards used inthe Shinra Building, 


<< Watch Security Key 


Fron 


. @ Reference image@ 
Back 


‘Combat Analyzer 


A Moogle Medal 


ey 


A. Combat Analyzer 


Staff Comment 

(Character Production Manager Wataru Bantani 
‘The photo on he 0 card is of Jessie's tater during his time asa 
Shinra employee. Our character team chose his sgnature (ead 


ng "Rowan Rasbery" by popular vote from a shorts of around 
‘dozen complied by our ocazation sta, 


“ Co-Director: Motomu Toriyama 


Fortwo decades al we knew about Jessie's father was that he 
suflere trom mako poisoning. An 0 card ist complete witout 
signature, though, so he was nal vena name. 


Y Shinra 1D Card 


Stalf Comment 


Level Designer: 
Erina Shimamoto 


1 you look dosely at your party 
‘members during Chapters 7 and 15, 
youl be able to see grappling guns 
tnanging from their waist. 


We tied to make the design of these kaycards 
‘resemble those of tickets or giftcard, to reflect 
‘he fact thal they're used once and discarded, 


Stalf Comment 


Level Design Supervisor: Masatoshi Oochi 


We'd originally intended forthe key to the secret hideout o jst be a plece of paper 
‘tha symbol drawn on i, but our at team came back with the dea ofthese neck- 
laces handmade by Cates and the rest ofthe chldren. How a group of en-year-lds 
actually makes these tems is a compeling mystery indeed. 


(Co-Director: Motomu Toriyama 
‘We realized that the entrance othe secret hideout inthe Secor 5 skums was. tle too 


\wel-hidden, so we asked the level designers o place a sgnpost nearby with a symbol 
‘based on this design. 
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a HE MATL 


“< Graveyard Key 


A Sam's Requests 


Lm nee: mo 
— 
op escousareas 
care = 
as Potion, Stalf Comment ‘on them or be blank, feature any number of oer 
‘Scenario Coordinator: Manami Oishi ‘dferences. 've almost lost count ofthe number of 
2 ee 
In addition to Crimson Spike and Vitalabrew, #'s 
enttaateetee 
Soeleercoe 
‘Wall Market quest “The Party Never Stops.” I's 
‘said that only those who are pure of heart can see 
isieienane 
Adrenaline ‘OVitalabeewo> 
A Crimson Spike & Vitalabrew 
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< Andrea's Earring 


& 


Staff Comment 


(Character Artist: Kazuki Ozawa 


Recreating the honeybee engriving and the 
‘other fine details of the earing’s design in the 30, 
‘model required a huge amount of work. The pink 
(gem at the bottom doesn't sparkle; it's rather 
lk turquoise. 


Stalf Comment 


Co-Director: 
Motomu Toriyama 
| actually didnt see this concept 


at unt had to write aboutithere, 
butt certainly fits Jota to aT. 


— Self Comment 


‘Scenario Coordinator: Manami Oishi 


Inaly, this voucher wasnt going to bein the game, but we realy wanted it 
tohave ts moment, so we found away to workitin as aquest tem. played 
{uit 2 memorable role in the criginal game, soit was a prety sentimental 
‘experience to see it rendered in 3, 


Staff Comment 
Level Design Supervisor: Masatoshi Ooch 
was probably abt una to ask our art eam to come up wth 


three cierent kinds of medication forthe sake of just one quest, 
Dutthey ida fantastic job, creating an array ofestint designs, 


Deodorizing Tablets + Bottle of Antiemetic « Packets of Antacid 


A Gov 


‘Deodorizing tablets Botte of antiemetic: ‘Packets of antacid 


A Deodorizing Tablets, Bottle of Antiemetic & Packets of Antacid 


‘A Andrea's Endorsement 


A Madam M's Endorsement 


A Key to the Sewers. ‘ACorneo Vault Key 


A Sam's Delivery Lifetime Pass 


Tiara emerats 


Stalf Comment 


Co-Director: Motomu Toriyama 


|We'd Roped to take advantage of the Chocobo Search quest 
tb animate the chocobos eating their ysl greens We were 
realy cing tose tmewise, though, so stead we had 1 
Nave te player jut leave the greens onthe gourd forthe 


chocabas to eat oto frame. 


Stalf Comment 
ee Ore ORE BV SONNNINCN 
Yeu can't o this with many ofthe key tems, but you can 


actually acquire multiple copies ofthe lfetime pass by re- 
siting the quest through Chapter Select 
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A Gysabi Greens 


Staff Comment 


Co-Director: Motomu Toriyama 


This design is based on the Emerald Weapon from the 
‘ginal game was going to Be called the “emerald 
tara” in he Japanese version of the remake, too, but 
we were worried Japanese players won thik I was 
Some superpower accessory, so we changed it to 
something mere lke “emerald cle” 


Stalf Comment 


Co-Director: Motomu Toriyama 


The Shinra keycarts ingame description 
designed to change a the player updates 
implementing tat fonconaly was lc easier 
said than done 


A Hojo's Research Lab Keycard 
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ral) 


Aanu: 


For oud _ Staff Comment 
tl System Designer: Masanori Sato 
Ist ig ie pig warning os wen! cay kia, bt on 
‘Soins Scored me sy bate tipnl panes ta tee were 
yaa Renae eee eee eo ook elon eee 
esoaol oe snd eta se ee sane vine na bss 
anicsiesacsicerba menergure corsair 


‘Cloud's Limit Break Se 


A The Art of Swordplay 


For Barret 


A The Sharpshooter’s Companion 


For Tita 


A Legacy: Catastrophe 


Tita's Limit Break 


For Aerith " 


‘A Legacy: Dolphin Flurry 


Acrith's Limit Break 


A Telluric Scriptures 


A Legacy: Planet's Protection 


Environmental Objects 
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Y Vending Machines & Benches 


Stalf Comment 

Level Designer: Ichio Takami 
‘We ought t woul seem oo it the vending machines in remote locaton tke the corkscrew tunel 
‘Wore the same model asthe ones found in the rest of Midga So we asked It we could change the 
‘more remote ones to be an oder model, and thats how we ended up with these two cst designs, 


Environment Anwork: Mizushi Sugawara 


‘We designed the older vending machine made o feel ike a remnant of a bygone ea. I'm paricu- 
lary fon ofthe bench next tot Incidental, the newer vending machine i entirely cashless. Do 
YOU think It gives out fre refs to Shinra employees? 


YY Vending Machine & Bench Logos 


Energy Drink ¢ 


Potion ¢ 


‘Te symbol inthe tp rights based on the save pointicon trom the criginal game. 
almost looks ikea corporate logo now. 


Potions 


Misic 


A Vending Machines 
with Purchasable Music 


'¥ Phonograph 


a 
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A Treasure Chest © 


Stal Comment 
Co-irectr: Motomu Toriyama 


It wasn’t unl midway through development 
when | Jeamed that treasure chests contain- 
Ing weapons glowed a cferent color from the 
Fest. When | fist found one, | thought it was 
aug! 


Staff Comment 


We worked hard to crete a design that felt unique 
to Midgar but was stil instanty recognizable as a 
Jukebox. We also made sure the design allowed us to 
change the color scheme so we could creat ctlerent 
vanations, 


| Othe 


bjects 


Y Parachute 


M Comment 


‘Simple, famiar designs lke this often turn out 
to be some of the hardest o come up with 


Staff Comm 


The label reads “1997,” the year ofthe 
cignalgame's release. 


Py 
i. 


A Seventh Heaven Liquor Bottle 


’ 


<barts 
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Stalf Comment 


Environment Artwork: Mizushi Sugawara 


‘We came up wit this design to try to convey how much 
the peopl o Midgar lyon mako energy. hope ithelped 
to paint a more vivid picture oftheir daly ves! 


Y Rescue Squad Bag 


‘A Remote Detonator for Bomb 


YY Honeygit's Fan 


Cutscene Director: Hidekazu Miyake 


‘We had this sizable fan designed to protect Cloud's 
‘modesty while he's getting changed inthis dress, We 
inialy considered having the performers toss them 
‘away once his transformation was complete, but one 
‘of our dancers tol us inno uncertain terms that they 
‘would never be that careless wih something so obvi- 
‘ust valuable, so we scrapped the idea pretty quick 


‘ira cal deere ot how wel Crs mee SAE 
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YY Honeybee Inn Makeup Products 


~ 1  @< 


8 
> 
= 


Up brash 
= mca © 4 
teen back 
Staff Comment Stoll C 
Co-Director. Motomu Toriyams 
= Character Modeling Diector: Masaaki Kazeno 
Clout’ rag perormance a he Honeybee inns neo heb = 
(est scones in he gare, we puta to fo ino rendenng Les uses this bag in Chapter 9o store the party's thes 
tren he smalest tas ad eaquoment The design ot the pattern on the GoM was 
ose te fers on sels 
Envronment Anwork: Mizushi Sugawara 
“The Honeybee inna its om exutive brand of makeup peod- Y¥ cloth carryalt 


‘cts. They spare no expense wien i comes to looking good! 


&! 


a4 
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/ehicles 


Co-Director Motomu Toriyama 


The reveal traller showed the tains packed ful to 
bursting, ke during a Tokyo rush hou We then spent 
‘along time wracking our brains over ow to actually 
re-create that in-game 


Y Freight Car interior 


Staff Comment 


Co-Director: Motomu Toriyama 


{remember the original version ofthis 
{rain wel, mast forhow fiddly twas to 
‘program the audio forthe door opening 
‘That ht get any easier inthe remake, 


Staff Comment 
Environment Artwork: 
Mizushi Sugawara 


Since they have an incredibly distinct 
aesthetic, we hewed very closely to 
‘he original game's train designs inthe 
remake 


A Passenger Car 


25 


Staff Comment 
Co-Director: Motomu Toriyama 
During development, we’ occasional encounter a bug in 
Chapter? where Shinra sce woud jst oat no ame 


siting down because their transport hadn't spawned yet It 
‘became kind of legendary around the office. 


AHK100-70 Type-5884 


> Shinra Military Transport 


Level Design Supervisor: Masatoshi Oochi 
There's a scene in Chapter 9 where Cloud hops onto the back ot 
‘8 chacobo cariage to tak with Tita. That scene called for a bunch 
of elements that weren't present in the orignal concept at he a 
handrail and a fotste, so we had to doa ot ot improvising when 
eating the 30 model 


Y Shinra Military Truck Minigun 


atary Tuck Detas 
pomeeeeners 


6 
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Deustemna (redezign) 


A Hardy-Daytona 


ee 


When Cloud parks his bike during Chap 
ter 16, he uses this kckstand on the bot- 
tom of the front whet 


A Shinra Military Motorbike (Mobile Pursuit Forces Model) 


YY Motonox Gust (Minibike) 


A Shinra Military Motorbike (Elite Model) 


YY Micro-helicopter 


Co-Director: Motomu Toriyama 
The bikes being serviced in the Sector 7 undercty 


were last seen in Chapter 4, when Biggs and Wedge 
took them. wonder if they ever made it back to the 


a7 


Stalf Comment 


Scene Goorinator Manami Oishi 


Uke the rest ofthe Shinra security forces’ 
‘equipment and weapony, this eioop- 
ter & on display on the 60m floor of the 
Shinra Bulging. Although it might be just 
a litle more ficult to find than the oer 
exhibits 


< Shinra Military Helicopter 


ADT PS OBI 


<The Legend of Shinra 


AA Lotter from Stamp 


vanes 


> On the Nature of Mako 


Stalf Comment 


Co-Director: Motomu Toriyama 


nthe Nature of Mako—The Japanese name ofthe author of 
this book, Gast Faremis, i a pun on the name of a popular Japa- 
‘nese restaurant chai. We were thinking about changing tin sub- 
‘sequent ies but now that's been printed herein the Utimania, 
‘seers fe we're stuck witht 


Environment Artwork: Mizushi Sugaw: 


The Legend of Shinra—A detale history of the Shinra corpora 

ion. Assuredly engrossing, 

(n the Nature of Mako—One ofa series of academic texts 
<I Love Green that aim to make complex scientific concepts accessible to the 

layman. 

{ Love Green—A collection of wistul essays expressing the au- 

‘hor’ longing forthe lost beauty ofthe natural wold. 

‘Letter rom Stamp—Aathorsip of ths book's credited tothe 

“Stamp Fan Clu” Everything has its own fandom, | suppose! 


ne 


Y Cutting Edge Photography 
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Y BUSINESS Magazine Y C-Sense 


J 


gy 
HELIA ZS 
RE 


Environment Artwork: Mizushi Sugawara 
BUSINESS Magazine—The tront cover is advertising an interview with 
President Shinra. | wonder what he has to 57? 

Cutting Edge Photography—Ths design was mostly just an excuse to 


C-Sense—Be the Nid of his reams! 
Entertainment in Focus—I'm particularly fond of the cover layouts on 
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Enemy Illustrations 
[ROWAU FAM TASY VIL REMAKE 


tandard Enem: 


Security 


Security Officer's Grenade 
Officer 


Monster Artist: Hiroyuki Nakamura, 


is particular design concept was created early 
‘nin the development oye. We eventually nad to 
alter the coloring ofthe grenades because twas 
too ficult to make them out against the security 
officers’ uniforms. 


Co-Director: Motomu Toriyama, 


The grenadiers are taken from the xgial game, 
but since the kan characters fo “grenadie” are 
tfc to read, we gave them a different name 

ng development. However, members ofthe 
team who were fans ofthe original didn't care for 
this change, so we eventually switched it ack. 1 
had no idea these guys were 60 popular among 
vty buts! 


Batt Animation Director: Hiroyuki Yamaji 


The secunty officers were the long-suttering werkharses of 
aly development as we sorted out combat fundamental. For Grenadier 

while, we gave them a more comical appearance by having 1 Design) 
them fal down on their butts. e - 


Co-Director: Motomu Toriyama 


We were worried about he troopers seeming oo ak, since 
they all come onto the scene a sma faston, so we worked 
hard to inject some personality into each of them rather than 
Just having them all shout intruders!” and “Stop!” | hope we 
‘managed to convey that al ofthese officers have their own 
lvenoods they're fighting to protect, and their own objective 
toachieve. 


m 


/ 
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Stalf Comment 


Co-Director: Motomu Toriyama 
{m not great at action games, so the ot troopers were my 
{rst big stumbling lock when started playing. Err on in 


‘development, 'm prety sure their shields could block magic 
attacks as well as physical ones 


> Riot Trooper Stun Baton 


'Y The Huntsman's Shield 


Batto Design Coordinator: Hiroshi Ogawa 


‘One regret! had let ver rom developments that, though we cid implement this un 
folding shield design in-game, we never found an opportunity to really show tft, Please 
take alook atitin Enemy ntl you're interested 


Staff Comment 
Character Artwork: Asami Sugiyama 


| wanted players to intuit at a glance that fametroopers 
‘arent your ordinary soldiers, 0 | gave their gear really 
‘ight, garish coors inthe hope of making them stand out 


Battle Design Coordinator: Hiroshi Ogawa, 


Belore we even commissioned the desig, | remember 
spending along ime discussing the detals ofthe fame- 
thrower fuel source—what it would look like, where 
‘Would be located, and sofort Some people suggested 
‘cardge that could be loaded direct into the weapon 
tel, but we eventual seed on a back-mounted fuel 
tank that could be destroyed by well-placed attacks, 
‘Which had the added bonus of further expanding game 
lay options. 


g, ZZ 
Staff Comment L_ 
e 
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Security Off 


A Shinra Soldier Color Schemes 


head sie view 


la postoning 


m 


Staff Comment 
Monster Artist Hiroyuki Nakamura 


We gave the orenadiers and lite renadiers brightly 
Colored camouage ative to help emphasize the dit 
ferences between them and normal Woopers. Using 
‘camouflage 1o make them stand out may sound con 
tradictory, but sometimes these Kinds of contradic- 
tions are necessary! 


Stalff Comment 


Monster Artist: Hiroyuki Nakamura, 
‘These enemies were also inthe original version ofthe game; you 
can see the influence ot 90s Japanese aesthetic in thei design, 


They probably would have seemed prety lame inthe ‘00s, but 
ooking at them now in 2020, they're kindof coo again, 


atte Design Coordinator: Hiroshi Ogawa 


We wanted to incorporate the shock troper's “flammable” 
(aunts from the original as an interactive combat mechanic, 
othe bale planners and brainstormed alto ideas. 


= 


Director: Hiroyuki Yamaji 


‘As the “flammable” warning on their arms suggests, the shock 
‘woopers’ weapons explode i they get hit with fire magic while 
Staggered, making them a pretty entertaining enemy to fight 
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Staff Comment 


Battle Animation Director: Hiroyuki Yamaji 


‘Theos armor sults are pled by enhanced shock recent of enemies in fokusatsu live-action sc 
troopers, Earty in development, the troopers” frames shows. Because they've al ben subjected to heary 
‘were different in and out ofthe armor so the question amounts of experimental modtications in order to 
of ow they would actually A into the sult caused a augment ther power, we kept their dialogue tines 
‘minor dspute among the team. toa minimum and had them use non-verbal vocal 


Y Helitrooper 


<3-C SOLDIER Operator 


3 


Y Monodrive (Original FFVII Design) 


Monstor Artist: Hiroyuki Nakamura, 


This design was very much a product ofthe orignal 
‘game, tothe point where it's hard to imagine someone 


take it to he next lve 


YY Sentry Launcher 


mh 
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A Sentry Gun Prototype 


Y Stug-Ray 


iog-Ray 
Siouetre Caen waking onal four legs) a 

Sie comparon 
over * aera 


rh soy View 
‘wz planted evenly and symmetricaly 
se wan. 
Slog-hay 


High oystem concepts 


Siug-hay 
Varont modes 
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- 2 
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Y Shock-Ray 


Stall Comment 


twas a gic task trying to figure out how the sledge: 
worms shoud fight in tis game. inthe original vrs, 
they were stuck to their baseboards, but inthe remake, 
‘hey couldn't stand stock-stil, since enemies and alles 
‘move around batts in real ime. After alto brainstorm 


‘ing, we tok inspiration from the fact that they were able 
{to dive underground inthe ‘97 release, which is how we 


Stalf Comment 
Bate Animation Director: 
Hlroyukl Yama 


| int created the animations for 
‘the zenene assuming that it would 
move ke doo, but hen | was tol that 
was actually supposed to act ike & 
‘monkey. So it very quickly underwent 
spectacular transformation. 


Enemy Battle Designer: Woonchang Sung 


‘came up wth the idea of them retreating into ther base 
‘boards and warping elsewhere. However. the baseboards 
‘were too big, would be dificult for Cloud and his party 
to move around them. We avoided this by designing the 
‘sledgeworms tobe able to fold up tke those transforming 
‘obo toys, 0 we could make them as small as possible. 
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i MM, 


Staff Comment 


Co-Director: Motomu Toriyama | _Battlo Animation Director: Hiroyuki Yamaji 


A Hoodlums & Corneo Lackeys 


These guys use alot of underhanded tactics in bat, remember feeling a ite awkward about being in 
Ske doping up or faking a surender, so they have a such cose contact with another guy whe filming 
lot of varied bate Ines. Take your time while fighting the motion capture forte ful nelson, 

‘hem so hat you can hear everyting they have to sy, 


mN 


Y Hoodlum & Corneo Lackey Weapons 


we 


a 


Staff Comment 


Co-Director: Motomu Toriyama 


‘This enemy was called “Weiss” inthe orginal version ofthe game, but since here's 
‘a character of the same name in Dirge of Cerberus: nal Fantasy Vi, we ended up 
changing the name to just “bandit.” Otherwise, these small-time undercty thugs 
‘would have sounded the the fina boss! The skiny band onthe Botiom right ept- 
‘mize the impoverished testy ofthe sums, and he's ne of my favorite designs. 


Y Bandit Stun Trap, 


> Grungy Bandit 


78 


Staff Comment 


Batti Animation Director: Hiroyuki Yamaji 


‘This enemy's got some spectacular animations to go along wth his 
Tle and ying Knee attacks. Unfortunately, he's also gota bum, 
‘knee, 0 he just can't keep up with Cloud and company's Nit-and- 
nun tactics. 


= ‘Sconario Coordinator: Manami Oishi 
He's an avid consumer ofthe same mystery drink found inthe un 
‘erground arena's green room. Do you think it's actualy working 
fori...? 


Pi fete 89 es ven 
a anes ee “emswererens 
om ede eect ey 
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ness 
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Battle Animation Director: 
Hiroyuki Yamaji 

Fm real fond of the gorges undu- 
‘uirming animabons | hk 

It might be the fst enemy we de- 
climbing 


Stalf Comment 
Monster Artist: Hiroyuki Nakamura 


{ke that his design i based of ofa goofy ooking 
‘seahorse rather than an aligalorrlzar, Much Ike 
the blugu, the tepsicol oats above the ground as 
though swimming through the ar. AS video games 
focus more and more on realism, designs ke this 
‘are becoming less common, so! fel that we should 
reserve them somehow. 
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YY Sahagin Prince Weapon 
ann prne' essen (Spear-Shaped Harpoon) 


seh prin 


& 


Stalf Comment 
Battle Design Coordinator: 
Hiroshi Ogawa 
Originally, the tree-pronged_ harpoon 


was usedby the weaker sahagin in Chap- 
ter 10, while the single-polnted spear 


was used by the stronger sahagin prince 

‘We kept the designs of the ghosts from the lin Chapter 14. However, we were tld 

‘riginal game, bul added the impression of a that the thee-pronged harpoon loked 

sunken nbcage tothe torsos. ot more intimidating, so we gave the 
‘weaker sahagin the spear-shaped har- 
oon instead 


A Young Ghost 


Staff Comment 
Character Artwork: Asami Sugiyama 


| wanted the crayon drawing onthe ghos's back to look ike something a child would 
‘make, so drew it with my pen gripped in my fist. | couldn't contol my strokes very well, 
so the horse's head ender up facing forward, but hik turned ou forthe bette since 
itloks crepier that way 


(Character Modeling Director: Masaaki Kazeno 


The drawing on its backs of Eig rer and boss ofthe train graveyard 


21 
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> Cripshay 


‘Attacks: Noodles, Self-Destruct 


‘The black diamonds 
stretching rom ts chest 
down to ts stomach 
fare holes, 


Y Abzu Shoat 


Staff Comment 
Bate Design Coorsinatr Hiroshi Ogawa 
remember being kn ot reeped ou when! est saw the dein, bet 


"had a change of heart afer seeing the animations of them running 
‘around and picking things up which made them look prety dam cute 


Staff Comment 


Scenario Coordinator: Manami Oishi 


We put the crpshay’stemtying design to good 
tse by having them pop up inthe train graveyard. 
tt you bumped into one of these things on a dark 
‘ight in rea ie, | think that would resut in some 
setous emotional trauma, 


<< Varghidpolis. 


Stalf Comment 

Character Artist: Yoko Kaneko 
1 ate tit to se in bright aces, 
tot the varghidpots glows just ike a 
ep-sea sui, 

Co-Director: Motomu Toriyama 


Even inthe riginal version, these mon 
srs look vaguely like Asian ginseng, 


‘< Mischievous Shoat 


Staff Comment 


Battle Design Coordinator: Hiroshi Ogawa 


We couldnt make the mischievous shoat's horns any longer, be- 
‘cause t hast throw its barbelsoverarm We struggled with finding 
ways o distinguish trom Abzushoats; since it appearsin the dark- 
‘ss othe sewers, altering its color balance was ctficut. 
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Bosses 


Staff Comment 


Character Artwork: Yuki Yonezawa 


In the beginning, the whispers were a real challenge to design, 

‘since | ddn’thave any information about her appearance. How- 

ver, in his concept sketch, Tetswya Nomura suggested aking 

In a particle effect similar tothe ones surounding the Shades 

1 Ripken C0 we al sca coe Be 
n 


Level Design Supervisor: Yui Sawada 


‘The part in Chapter 4 where a horde of whispers appears inthe 
Sector 7 slums called fora lot of discussion withthe motion de- 
‘signers to make i as impactful as we wanted. You might be sur 
‘prised at just how much efot went nto the deals ofthe scene 
‘here they all come foaing int We programmed inchiualtra- 
Jectries for each whisper, manual set the swaying mations of 
‘earby obec, and soon, 


‘Corkscrew tunnel boss 


> 9 


Stalf Comment 


~< Whispers (Mysterious Spectre & Enigmatic Spectre) 


A Crab Warden 


(Character Designer: Roberto Ferrari 


| designed tis to lok tke acute, insectoid robot. The overall sihovette is based on the skeleton of agora. 


Lead Battle Designer: Kosuke Sakane 


‘This boss's cstinctve, humanoid face hada sleeker, more organic lookin the inital concept art. But since we 
‘wanted o convey that ts an older mech, while also ensuring that's visually stict rom the Scorpion Sentinel 
‘oss (which was similarly based on a bilogical organism), we seed on the crder design that you can see 


in-game. 
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Y Hell House 


Y The Airbuster 


‘ndividoaly 


Stalf Comment 


Lead Battle Designer: 
Tomotaka Shiroichi 


It was actually Nomura who proposed hav- 
ing this boss take othe arin third phase 
That idea prompted us to come up with a 
sorts of new mechanics, tke its thrust 
‘transformation and its barage ot detach 
able arms (inspired by a certain giant robot 
show). Fun fact the idea of Heidegger ap- 
‘pearing via hologram during the bate was. 
‘rovided by Yoshino Ktase, 


Lead Battle Designer: 
Kosuke Sakane 


‘The machine guns on the aibuste's back 
move independenty from the rest ofits 
body, Ina, the lower guns could only 
move vertically and the upper guns couldn't 
‘90 any lower than horizontal, so we needed 
{o redesign them in a way that would in 
‘crease their range of mation, twas quite an 
‘ordeal getting he design of the guns tothe 
stage where they were fully functional as a 
‘means of attack during bate. 
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et orers wats cn 
Stalf Comment 
Character Artwork: Asami Sugiyama 
‘My goal in designing tis stuffed animal was to give Ia face that would infuriate 
players when it exploded at ther feet. | was pleased to se it show up elsewhere 
inthe game oo—tke inthe arena souvent shop, wher it hep model the ats. pees 
i 
Boss Battle Designer: Kazuo Horie setae 
Sea 


‘My request for this one was prety simple—something along the ines of “a worn 
‘ut stutfed animal’—but | oot back ths incredible design that's almost as lovable 
it s detestable. t wasn’ originaly avaiable for purchase atthe souvenir shop, 
‘ut the scenario team wrote “Stuffed animals are avaiable atthe colosseum git 
shop)" into Kotch’'s commentary as a joke, and then the level and bate teams 


‘cided to run wit it. 
hana kD gt 
Reeaone toot 


A Hell House Explosive Stuffed Animal (Fuzzy Wuzzy) 


Y Hell House Clock-Shaped Missile 


Staff Comment 
Character Artwork: Asami Sugiyama 


‘We incorporated a wide variety of colors and 
patterns Into this design to make sure the 
stuffed animal remains clearly vile after 
falling to the ground, 


Boss Battle Designer: Kazuo Horie 


‘'m pot quite sure who named these two 
"Fuzzy Wuzzy"and "Mc Cuddlesworth” while 
‘my back was tured, butt certainly came as 
suprise, 


‘Character Artwork: Asami Sugiyama 


look tke an ordinary household object unl it su 
‘enly came fying at you. After browsing trough & 
ton of furniture reference images, | realized that a 
wal dock would be the perfect choice. 


Staff Comment 


Monster Artist: Hiroyuki Nakamura, 


| paid cose attention to even the smallest of deta, 
ke having the paint on the root dipping down $0 
thatthe upper wali splattered in red 


‘Boss Battle Designer: Kazuo Horie 


The arms and legs that stick outlook much more 
‘mechanical than they didi the orginal design, "i- 
culous but completely sincere" was our goal, and 
We tried to lean into twit lots of memorable ani- 
‘mations, ke having the house open up its own doo. 


Cutscene Director: Hidekazu Miyake 


Transformation mechanics tend to be avoided in 

: video games because they re usually not wort thet 
high production costs, but the Hell House sequence 
's pretty much nothing but. | hope well have the 
chance fo show it off again someday 
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Y Ghout 


236 


Staff Comment 
Lead Battie Designer: Kosuke Sakane 


AX ist, we had Abzu physically directing the wa 
ter by banging on the ground and wals to use 
waler-based aftacks such as Blackwater Blast 
However, doing so would have made the anima- 
‘ions too similar tts other physical attacks—ot 
to mention the fact that we wanted to use this 
same gameplay mechanic elsewhere—so we 
had it manipulate water with its horns instead. 


Stolf Comment 
Charactor Artwork: 
"Yuki Yonezawa 


(ne of my colleagues produced the design forthe 
oul based on the ghost enemies, When I saw 
A oved the way thatthe bones onthe very top 
of ts “head” in ts first form look lke a crown, 
but then they unfod to reveal its real head inthe 
‘Second phase ofthe fight. never thought the 
simple idea of giving the ghosts ribcages would 
‘come sofa! 


Lead Battle Designer: 
Tomotaka Shiroichi 


We wanted a suitable mid-boss forthe train 
graveyard, so we requested something ike "A 


that scare th players’ socks of” The idea of 
‘he ghou's head ominously rising up when it uses 
Balefire was proposed by Roberto Ferran 
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Staff Comment 


Lead Battie Designer: Kosuke Sakane 


Took te a chariot, except the back hat ofthe 
hors’s body forms the carriage, and even when 
‘on the ground it stl oats ever so slighty. We 
had a hard time figuring out how it would even 
‘move with such a unique body structure, et alone 


Stalf Comment 


Lea Bate Designer: Tomotaka Shroich! 


Midway tough development we decided that 
we wanted to upgrade Eigorto a boss enemy, 80 
Though needed a weapon thal woud a) aon 
tart eld es ark are make fam stoner 
Me woud have oked te much ikea creer 
ithe ad alance or agmnaa so instead he uses a 
‘combat sta hat can double sa string weapon. 


Stolf Comment 
Lend Bate Designer Tomotaka Shicichy 


My initial design request was only forthe filed ex- 
erment tt en he Coot to 2 the sar 
{kon erties a the bate tok shape, ad be 
{oz we knew fey were poping al ove te 
Shinra Building. | guess you could say they're like 
‘caccoahes yu se oe you've aeady oot an 
enter 
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Y Drone Deployed by the Valkyrie 


‘Yuki Yonezawa 


This the very first design | was put in 
charge of as a game creato.| was blown 
away by the supercool 30 models and an- 
mations that were made fort! 


This design incorporates many diferent 
elements from many diferent crea- 
tures, wich allowed plenty of room for 
‘our imagination to roam. The idea of it 
spiting out HO512-OPT enemies trom 
the maw on its right shoulder actually 
‘came tous only after he base desion was 
finalize, 


Staff Comment 


Cutscene Director: Hidekazu Miyake 


The crone ise only appears in a cutscene, and during battle all you see 
are the lasers tal shoot out rom at while in the ai But even though we 
new players would only see itfor a moment, we sil put alto fort info 
its design so hat it woul’ tlok out of place wih other enemies. 


‘Lead Battie Designer: Tomotaka Shiroichi 


‘The area in which the Valkyrie appears—and the party members who fight 
|—dilers from the criginal game, so we tok the opportunity to add new 
‘mechanics tke the cones. During pelminary planning, | suggested that 
the bate concude with the arval ofa swarm of Valkyrie reinforcements, 
‘wit Cloud an the gang staring stack jawed fr a moment at Shinra’ mil- 
tary might beloe fleeing through a hall of bullets tothe safety ofthe Shinra 
Bulking, However, [Co-Director Naoki] Hamaguchi was strongly opposed to 
‘he iea, so never came to triton. 


YY Hos12-0PT 


Staff Comment 


We stuck dase to the origina design but altered it sighty to make the 
spawn ook more ikea crysis or lara of sorts 


Character Artwork: Yuki Yonezawa, 


‘Lead Battle Designer: Kosuke Sakane 


We were originaly ony planning to go with one design, but then a lot 
‘more factors were thrown nto the scenario ike having them spawn from 
‘Specimen HOS12 itself and evolve through the power of mako. That's 
Now we ended up with thee diterent types 


oes 


lor: Hidekazu Miyake 


The moment when | first saw the scene where they get spit out fom 
Specimen H0512's right shoulder, | thought it wasn't as impressive as 
hoped fo.| wondered i we should addin moc, but then | realized my 
‘eacton had probably more to do wit my expectations being unaily 
high than anything else, so bt my tongue and let the sequence go on 
as planned 


7 
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A Swordipede 


Staff Comment 
Cutscene Director: Hidekazu Miyake 


amor as at Rd 8 ngs ard oe 


Stalf Comment 
Monster Artist: Hiroyuki Nakamura, 


We criginaly designed this as a skeletal head atop a human torso, 


Stolf Comment 
Character Artwork: Yuki Yonezawa 


You can tel this colar was custom-made for Darkstar because ofthe 
‘chains tat i over the appendage on its back 


Lead Battle Designer: Kosuke Sakane 


We wanted Darkstar’ attack patterns and movements tobe aggres- 
‘Sve and wid, but stil cleary convey its loyalty to ts master, Rufus 
‘We made sure to giv ita bit ofa sweet side as well, which you can 
‘ee when it lses is nerve afters link with Rufus breaks, or when i 
‘ts and weals patiently forts owner to recover after he's knocked of 
balance. 


A The Arsenal 


Staff Commer 

Load Bate Designer: Kosuke Sakane 

Sesstis Biske From ing ts ight am i a arge-calbercannn to arming wih fae ars 

waited a ‘and homing lasers, we packed in weaponry everywhere we could to ensure that the 

icone ted pia tse node, huge gas on fs ead ey 

~ wag Rs cnt weapon Be emah,ey were actly ts inary weapon he 
$ conan 


Staff Comment 
Load Battle Designer: Kosuke Sakane 


Te instructions we sent fortis design were simple, since the drone's only ole in 
the fights to provide a bari forthe Arsenal. Nonetheless, our designers sll made 
‘sure thats wings would open and cose in il. 


‘nthe orginal game, M.0-1.0.Ris the boss you fight 
while escaping Midgar, butin the remake, we used 
‘Was the final boss of the motorcycle mini-game. 
‘uring the early stages of development, the main 
game's ict setting din’ appl tothe motrcy- 
e section, which made this enemy almost impos- 
sible to beat. if we hadn't fixed that, 'm nt sure 
‘ever have been able to make ito the ending! 


From the beginning, we knew we wanted to im 
plement a Shinra mech as a secret boss. We also 
‘Wanted it to be something from the origina game, 
‘and one enemy in particular reawakened the mech 
Joving litle kd in alo us. Needles to say, this was 
the result. Seeing that dream brought to life as tis 
Incredible boss bythe designers and bate team et 
‘me speechless. 


Enemy Battle Designer: Woonchang Sung 


This the prototype of Pride and Joy (Proud Clod 
In the Western release), Shira’ ultmate weapon 
{tom the original game. intaly struggle to con- 
Cceptualize what a prototypical version might lok 
tka, so brought it up with Roberto Fear, and he 
‘ame back to me with this amazing design. Since 
‘ne of its attacks in the original version was chis- 
‘ened the "grovel cannon” by Japanese player, | 
equested that this tme around is animations be 
‘8 cool as posible! 'm very grateful that tended up 
‘ooking noble and dignte. 
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Y MO.TO.R. Blade 


Y Pride and Joy Prototype 
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Whisper Harbinger 


Whisper Harbinger Internal Structure 


Lead Battle Designer: Tomotaka Shiroichi 
The Harbinger’ nd sihevette would have app 
‘emacatig enough itt had 


too insubstantial and nat in 
tained the form of a standard whisper, So we decided that 
over the flow of destiny should have correspondingly higher 
particle densities, which is how we arrived at the current design forthe Harbinger. At fist 
we completely miscalculated its size, st orignal stood ata whopping 3,500 meters tall 
Beore we utumately cut t down to 580 meters 


Cutscene Director: Hidekazu Miyake 


the Hartenget forms out of innumerable whsspers was petty much the 
wi final boss The part where fing 3 hal of rubble from ts coos 


Lead Battle Designer: Tomotaka Shiroichi 


This mock-up of the Harbingers inter anaritact from the early stages 
3 Gevelopment. e boss's outer shel fo 
took dam ts insides. We wanted 


fed crystal 


form te ganglia, 
Xray ol sors of 


Character Designer: Roberto Ferrari 


Rubrum, Vir, and Croceo were supposed to materiale out of darkness, so we designed 
thei lower bodies to look a hough they were wreathedin shage Thase ended up ooking le 
sts duet in-game data capacity, however, which was abit a shame. 


Lead Battie Designer: Tomotaka Shiroichi 


| quietly but very deberatly made sure that Rubrum's blade sprouted from is left arm and 
‘ott right ts Crimson Fury attack was inspired by the Chain Stash mt break trom Crisis 
‘Coe: Fina Fantasy Vil, but we altered it tobe even more power and snstr-looking. n order 
to make sure the tro were al instantly dstingushable, we made the locations and shapes ot 
the lights on ther bodies al sight cere Te glowing shapes refect the way they stack 
ubeum has a cross formed from two vicious slashes, Virii has a striking V-shape, and Cro: 

20's punctur-thke marks suggest ult hols. 


Cutscene Director: Hidekazu Miyake 


These tree whispers all have distinct characterises, and we tried to express them through 
the aggressive style oftheir attacks, 


Whisper Viridi 


Load Battlo Designer: Tomotaka Shiroichi 


We snuck a special, unique camera angle into the battle with 
‘the Harbinger, which you'l only se if you're controling Ti 
hile Vind! uses Elude on her We might have been abit oo 
‘sneaky about it though, because most people dnt even no: 
tice it 


Lead Battle Designer: Tomotaka Shiroichi 


Having its arm bartels splay apart was something | added out 
of personal taste. The crystals inside the barrels are blade 
shaped, a holdover from the orignal design that saw Croceo 
scarding its guns to fight at ose range 
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Whisper Rubrum 


‘When Whisper Vii uses Blade to slp bein Ta, the camera 
ches to ade angle eminicet of Tis battle wth Lz in Fin 


Whisper Croceo 


23 


Summons 


Edges of garments are burnt 


Staff Comment 


Monster Artist: Hiroyuki Nakamura, 


tit’ in-game 20 model has more tna visible on the surtace of his skin than It i in his original concopt 
‘art We aso used a texture animation to create the appearance o lava wing within his body. 


Cutscene Director: Hidekazu Miyake 


‘We'd onginaly panned for summons lke tito use thei timate attacks immackatly after being invoked, 
However, after we started to adust the game's combat pacing, we decided the summons’ best attacks 
should be saved for when they ext tate. These animations are meant to be visually impressive without 
arg So gam hw re hie aa set Canavan 
zero loading ties. 


Staff Comment 


Character Designer: Roberto Ferrari 


{tried to draw the most archetypal chocabo | coud envision. ts key characteristics ts 
‘ind eyes. | actualy had a pretty tough ime panting nts feathers. 


Main Character Modeler: Dai Suzuki 


Wath its larger frame and stranger orange hues, the chocobo summon looks prety 
itleret from ts Sector 6 undercty counterparts. 


Cutscene Director: Hidekazu Miyake 


‘Te Chocobo & Moogle summon's utile attack calls a mob of chocobos o seam 
‘nd attack the enemy. There ar ovr fifteen chocobos inthe herd, but we would have 
‘enced up witha chocobo trafic jam if we'd tried to fit them all na singe shot, 0 we 
‘had to spread them out through Several caretuly chosen camera angles. 


il 
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aa AS ROE AT BIO, 


Staff Comment 


Main Character Modeler: Dai Suzuki 


‘This hoala-tke appearance is unlike any 
‘other moogle design to date. The texture 
ofthe nose was more reais at first, but 
looked rather unsetting, so we redesigned 
‘look more ikea peach. 


Cutscene Director: Hidekazu Miyake 
We wanted o give the moogle mare time in 


‘the spotight. sot ended up making cameo 
‘uring the fat chocabo's ultimate attack to. 


<Moogle 


‘Carbuncle's design is notably tiny and cute so whe 
1 was working on its atte animations | was con- 
‘tani thinking about how best to highlight those 
‘qualites. i's perfectly capable of healing the party 
ftom a distance, but | wanted to convey tat i's al- 
ways watching over Cloud and hs tens, 301 made 
‘sure that it stayed vile onscreen even when ide. 


rote Staff Comment 
Battle System Designer: Masanori Sato 


‘We had always planned to have the chocobo chick ht with magi, but after 
‘seeing its design, we reworked its bate animations to ensure they matched 
its cute appearance. We dd this by having it lap its wings wth al its might 
‘ast chases after ts parents" (Cloud and the gang), and making it ok over- 
|yed when t pinpoints an enemy's weakness with magk. 


Staff Comment 


Character Artis: Yoko Kaneko 


‘nitiaty gave the cactuar quite a wartke color scheme so that it would 
"ook ke tha just fought its way through some intense bate. But even- 
‘wally decided that because it's a summon and not an enemy, should just 
‘0 with the innocent-4oking()cactuar that we all know and ive. 


cy 


Stalf Comment 
Cutscene Director: Hidekazu Miyake 


When he fat chocobo uses its ultimate attack, 
we actually have the enemy disappear for an 
‘instant at the end, crushed under the cho- 
‘cobo's batt. 
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Stalf Comment 

Cutscene Director: Hidekazu Miyake 
Leviathan’ enormous size adds alot of impact ots 
special ack cutscenes, but it also makes them a 


huge tal o create. | suspect isnot going to get any 
easier in the next game... 


Cutscene Director: Hidekazu Miyake 
‘The wings and body ofthis game's version of Bahamut are ex- 


leon wan you Napoleon 
{tle to far by having him cll in Ht for backup during the 
‘Shinra. Combat Simulator fight. laughs] I'm grateful to all the 
‘layers who refused to give up and eventually came out on top. 
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FINAL FANTASY Vil REM AIKESS 


Worldouilding Materials 


“Note:The following documents regarding Midgar are resources that were create by the development staff fr information 
‘Sharing purposes. These materials were produced for intemal use only and do not constitute oficial design documents. AS 


result, some of their contents may dite from official mate 


Core Concepts 


‘Shinra and Midgar 4 


. Midgar Overview 


The Shinra Electric Power Company, more commonly known as Shinra, Was a weapons 
‘manufacturer nt its development of the makoreacior—a now type of reactor capable 
ot siphoning mako from deep within the planet and converting it into useful eneray— 
‘catapulted it to megacorporation status 

Now the company’s business has expanded far beyond the energy industry. With a 
formidable prvate mila at their command, President Shinra and his tyrannical execu- 
tive board curenty enjoy nthing less than a global market monopoly 

Yet even as Shira pushes the boundaries of technological innovation its mako re 
actors poison the environment, its security forces snuff out the faintest hint of sedtion 
‘wth an rn is, and its rm grip on the med ensures tat any incriminating stores never 
‘make the headlines. night ofthese conditions, the rise f several underground nt-Shinra 
resistance groups s perhaps unsurprising, 


‘The word's target industrial city and home tothe headquarters of Shina, Midgar serves 
asthe setting of FFU Remake. From urban development and ifrastucture o matters of 
Dublc order, very aspect of ile her is under Shinra’ contol 

The city also serves asa testing ground forthe corporation's mako operations, as, 
‘evidenced by the eight mako reactors situated around its perimeter. Powered by this 
bountiful energy supply, Midgar’s upper level offers a comfortable fein cozy residential 
Asricts for those who can afford it, but the extent of the extraordinary divide between 
the city's rich and poor is dear to se rom the ramshackle undercty that sprawls below. 

The story of FFM Remake begins thirty-one yeass ater Shinra moved its headquar- 
ters tothe newy established Midgar. However, construction i stil ongoing in some areas 
of he ot, ncuding Sector 6 and portions ofthe outer wall 


*MIDGAR LAYOUT (GEOGRAPHICAL) 


eco: a ae9 


wai 


sea shay 


‘the center of Midgar towers the Shinra Bulg, surounded by eght enormous, wedge- 
shaped plats that saparate the cityscape above from the slums below. The uppor and 
lower halves of the city are connected by al but their geographical separations microred 
bya drastic dspanty in wealth and living conditions, and the difference inthe quality of 
le above and below the plates is stark. 


+ Topside (Above the Plate) 


while Sector 01s 


Sectors 1108 are residential istrict forthe mide to up 
the locaton of the Shinra Building. Life these mako-powered districts iss 


with plenty of creature comforts, The 
Fesidens in question are predominantly midde- to high-income earners, and many of 
them are employees of Shinra. The corporation’ infrastructure and pubic safety mes 
sures are in effect over every inch of the topside, and at night the cityscape is it up 
‘magnificent, as ito display it affluence by ot-dazzing the stars. 

‘As a result ofthe stark dtference inthe qualty of if led by those above and below 
the pat, topsiders ae often ene by those consigned to the slums—ut life i by no 
‘means perect even in the wel-off neighborhoods above, where Midgar's entrenched 

estes, Lng on te plat equres a resence pert sued by Stina 
and passengers’ IDs are checked whenever they board tran. The complete contol 
Shinra exerts over the residents of Midgar is part of what helps maintain public secur. 


+ The Undercity (Below the Plate) 


Cripialy create as temporary housing for construction workers when the city was being 
built this area degenerated into a slum after Midgar was established, It has since be- 


come a pu hose nares ‘as wellasahaven 


While the sums are also patrolled and maintained by Shin 1 

e, Tat, plus the lack of sunight, and the fac that 
‘mako extraction has left the land mostly barren, renders the underity a dificult place 
to inhabit. 

Stl orders maintained nthe sume to a degree, and thes 
casional incidents in which unfortunate citizens are maule by m 
s, but between the efforts of Shinra officers and the 
neighborhood watch, the slums otherwise maintain a minimum standard of security and 
(quality of ite. 

‘Although many slum residents harbor a grudge againet Shinra for is preferentaltreat- 
‘ment of pate residents, few dae take a public stance against the company that patrols 
their streets and powers thei homes. 


‘There are oc- 
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CLIMATE & ECOLOGY 


Midgar is located in a temperate region, but its climate and ecology vary widely above 
and below the plate on account of the cys structure. 


Climate & Ecology Above the Plate 


Residents typically wear ight clothing, and the area's weathers quite temperate, mak- 
ing ital or growing plants ana keeping mest amas However, te efx o the 
ako reactors take ther toll even her, and plants are p ering. The 
f direct sunlight, as the mako reactors cause heavy louds to obscure the 
sunall year rund, 

‘Since the plate fs sivated high above the ground, wld monsters and other creatures 
present inthe area around Midgar hardly ever manage to invade the ciy’s upper sectors. 
‘This is another major factor that helps keep the topside secure. 


¢ Climate & Ecology Below the Plate 


Potion trom the mako reactors is far greater below the pate. Depending on the sctor, 
som areas recive hardly any sunlight or ran, which has caused the land beneath to 
become barren. The slums see e than and remain ata 

Given these conditions, only the hardest animal ie can survive below the plate— 
namely, wild dogs and cats, rats, ingects, and oer vermin, Additionally, monsters are 
spawned by the harsh terrain or ese break in through tho surrounding gates. t's not 
uncommon for these creatures to attack resiants, and there have even been instances 
of hina’ Research and Development Ovisoneupng the experimental specimens 
inthe sums, st agate large nu 


“PA CITY UNDER SHINRA'S HEEL 
‘¢ Municipal Government & Legistation 


Official 2 municipal government has been established and a mayor appointed, but 
i ina. Midga's legislature and taxation authorities 
lie squarely under its infuence, and the company habitually implements changes and 
‘addendums to suit its goals. Indeed, all major decisions on these subjects require the 
final stamp from s i 
‘At the start ofthe game, there are no organization or other powers within Midgar 
capable of oppesing Shinra and nthe absence of any such rettance, he wilt 
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¢ Public Security 


Shinra’s Public Security Dision is ently responsible forthe safety ofthe people of 
Midgar. This division is comprised of several specialize tsk forces, including ant-tarox, 
ant-monstr and general secuniy detachments. Shinra's security officers wear identical 
armored uniforms in the field and are known to use extreme or even lethal force inorder 
to suppress or subdue thai targets, contributing to the public's animasiy toward the 
company. 


Aaoter entity imolved in repressing Seton in Midgar is the General Ars Division’ 
auditing department, known colloquial asthe Turks, Although the Turks fll under the 
|uotition ofthe Public Security Division, they receive their instructions separately 
and answer to President Shinra crety. This means that they are often sent out todo 
Shinra’ city work, and the missions they handle tend te involve espionage, cover-ups, 
and sometimes even assassinations 

The distinct absence of public displays of outrage at Shina’s authortarian methods 
can argely be atibuted tothe actives of the Turks, 


+ Media Control 

Every single media outlet n Midgar—from television stations to newspapers and mag- 
szinas—falls under Shnra's direct conto. The campany mandats that al broadcasts, 
aertisements, and olher announcements be rigorously vetted before being released 
to the pubic. This allows Shinra to remove any and al incriminating or inconvenient 
information from the public's eye, replacing it with content more aligned with the com- 
pany’ interests. would be no exaggeration to state that there no freedom of speech 
in Midgar. 

Shinra also makes frequent and extensive use ofthe media to inform and communi- 
cate with the public, and the company is capable of instantly mabilzing any media outet 
to broadcast or publish information on ts belt 

‘Athe star ofthe game, interactive media ike the real-word internets not yet pub 
lly avaliable, sot’ incredibly dificult for residents of Midgar ta share information ind- 
ence, urther cementing Shira's monopoly on truth 


‘ECONOMY & INDUSTRY 


Midgar isan industrial city with a capitalist market economy. However, s Shinra reigns 
supreme overall aspects of life in Midgar—incuding its government, ts legisature, 
and its taxation uthoriies—market compton i vitally anexstont. Almost al of 
the companies that exist inthe city are owned by Shinra or by one ofits subsidiaries or 
afflates. 

This means that all economic activity in Midgar ultimately contibutes to Shin's in 
‘cae, from which the company funds the city’s construction and maintenance needs, as 
ella its own business expenses, However, as might be expected from an organization 
soobsessed wth profit, Shinra rarely uses ts wealth to economical assist the people of 
Midgar or contribute to their welfare. Poverty ison the rie inthe sums in particular, and 
the avide between the city’s ich and poor continues to wi 

Despite ther lowy status, the residents ofthe slums form a sizeable part of Midgar's 
\abor fore, playing a vital rol inthe city's industry. 


+ Primary Industries (Agriculture, Forestry, Fishing, Etc.) 
Environmental deteroration has rendered industries reliant onthe natural world almost 
‘entirely defunct. Food, umber, and other necesiis distributed inthe city are largely 
imported from other areas, 


¢ Secondary Industries (Production, Construction, 
Manufacturing, Etc.) 

idgar primarily focuses on secondary industries, and the majonty ofthe ciy’s pop- 
Uation holds jobs ofthis type. The city's many factories are powered by the massive 
mounts of enery produced by the c's mako reactors, lowing them o pur cut indus- 
‘vial goods, weapons, automobiles, ships, and other products tobe exported all round 
the work, generating an endless stream of profit. 

While these industrial products are istibuted within Midgar as well few o them ever 
‘end up in the under, and those that do are invariably of poor quali. This has led to 
the establishment of back markets in Wall Market and oer areas to facitate the trade 
of contraband. 

As the expansion of Midgar s sil ongoing, construction and maintenance work rank 
among the city's biggest industries, Asa result, large percentage of Midgar’ ciizens— 
bo inthe sums and on the plate—wrk for Shinra’ Un Planning Division o is affl- 
iated businesses, 


+ Tertiary Industries (Telecommunications, Finance, 

Services, Etc.) 

‘hie not as prominent asthe cys secondary industries, Midgar's tertiary industries are 
‘he secand-biggst category supporting he ciy's economy. Although retal businesses 
and infrastructure jobs (eating to water, electricity, and so on) do exist beneath the 
plate, industries suchas telecommunications and luxury services that require the use ot 
‘advanced technology are concentrated topside. 


CITIZENS OF MIDGAR 


‘Atte stato the game, only thirty-one years have passed since the founding of Midgar, 
‘and few ofits inhabtants can claim to have lve inthe area belore that time. The ma- 
Jonity of hem are eter laborers who were hired during Midgar's construction or people 
‘who migrate to the city rom other regions after its completion. People ofa ethnicties 
and backarounds cll the city home, making it 2 meting pot akin to modern-day New 
York Cy. 


* Population 
\While Shinra carefuly manages the population topside, maintaining stable numbers and 
balanced age demographics, the slums are overcrowded with clizens unable to lve 
above the plate and immigrants whe have come to Midgar to seek their fortunes. A dis- 
proportionately large percentage ofthe population is composed of the young and the 
elderly, as the siums are home to the many children orphaned by the war most of the 
laborers who participated in Midcar’s constuction. 


+ Culture & Recreation 
Athough plenty of cinemas, theaters, sprt complexes, shopping malls, and other rec 
‘eatinal facilites can be found topside, ie is very ferent in the underiy, where the 
‘main sources of entertainment are bars and television. Recreational facies do exist in 
the slums, albeit fewer in number and on a smaller scale, Many residents endeavor to 
enjoy—or conversely, to provide—wvhat entertainment they can beneath te plate, with 
at east one aspiring actress living nthe Sector 7 Undercity. 


* Food 
'Midger’s etary culture strongly resembles that of real-world America, andi eiant on 
‘rin-based products and meat. Cereals, past, and bread are staple foods, while meat 
's frequently festured in main dishes. There is also an emphasis on ingredients that are 
easly processed or preserved. In fac, almost al fod products are sold prepackaged, as 
the deleterious effets ofthe mako reactors make storing perishabes dificult, 


Regarding Moder-Day America’s Dietary Culture: We've chosen to base Midgar's 
etary culture on America's because the ly resembles the nation in many ways, 
{rom its early industiaization to its large immigrant population. We won't be able 
to explain his in-game much, so we want to make it something that player wil be 
able to readily perceive 


Shinra owns the ovenelming majority of processed food manufacturers and retail 
rs. This is due the technological advancements thatthe company made while produc- 
ing processed food for milly us. It preferential supplies markets topside, while the 
sums are treated like a disposal ground for expired or unsellable goods, which further 
exacerbates the divide between the two populations. 

‘As the effects ofthe mako reactors make operation ofits primary industries unfeasi- 
le, Midgar relies heavy on imported foods, and processed foods are ubiquitous, Thanks 
to the abundance of mako eneray, Midgar's industries have been avtomated since the 
city was established allowing fo the praducton ota wide varity of canned tren, and 
repackaged foods. Meals in Midgar are mst functional in purpose, where the food is 
often premade and ony neds tobe heated upto be eaten (and not necessary enjoyed). 
‘sa reul, many young people who were bom in Midgar ae ignorant not only ofthe 
techniques involve in raising Inestock and growing vegetabes, but also of What the 
ingredients in ther prepackaged foods lok like in ther natural states. 


Regarding Artfcialit: There ae no raw ngrecients sold in Midgar—alfods are 
‘processed and prepackaged. By emphasizing Midgar’ eiance on automation and 
machinery we hope to highlight hw disconnected it strom the natural wor 


Raw vegetables and other fresh foods ae lunury items in Midgar, enjoyed clades 
tinely bya select few among Shinra's top brass. The only places in which one can ever 
hope t find such inaraents in Midgar ae in restaurants offering the finest of ining 
experiences, 

Pizza, hamburgers, and other fst foods are predominant even on the plate, which 
aso boasts gourmet restaurants and cafes. There are small-scale eateries and stalls 
seling ready-made meals inthe undercity as well, buts rare to find places seling 
anything handmade beneath the plate. The excopion to this s Wall Market, which has 
developed a unique dietary cutture independent ofthe res of Midgar—something akin 
to real-world Asian cuisine, Restaurants serving these unique dshes are occasionally 
Visited by topside residents for their novelty factox There are even restaurants that serve 
Wutaian cuisine (based on Japanese cuisine), which tends to be relatively unpopular 
topside. 


Regarding Wall Market's Uniqueness: We want o highlight Wall Market’ unique 
‘deny as an Asian-inspired hub wth mutipl restaurants by contrasting it wth the 
‘Sector 5 and Sector 7 slums in oder to maximize the impact wil have on players 
‘when they vst it forthe ist time 


* Education 
There sno compulsory education system in Midgar and so the education children receive 
depends entirely on the environment in which they are raised. Shinra has established 
dation! institutions suitable for high-income families topside, but children whose 
arent cannot atfod the tlton fees often attend private schoals run by volunteer. 

Tiss the case for most ofthe children in the slums, where several such schools can 
be found. As was the case with temple-run schoos in the Edo period, these schools are 
attended by children ofa ages, 
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TECHNOLOGY 


‘ue tots former specialization as a weapons manufacturer, Shinra possesses advanced 
‘technology forthe development of military weaponry ands actively furthering research 
‘and development in this field. The same can be said fr biotechnology, incuding bioen- 
‘ineering (as evidenced by their SOLDIER program) and the genetic modtication ot mon- 
sters for miltany applications. Mako’s unique composition and the increible amounts 
‘of eneray ican produce allow the corporation to create weapons and experiments that 
‘would be impossiie i the real word. 

‘Shinra possesses a wide variety of proprietary technologies, from those used in mako 
reactor (the company’s mainstay, to industrial and even telecommunications technolo- 
‘es; but the monolith monopolizes everything it owns, making i cic or other com- 
panies and individuals o recreate them. 

This is very much the case for communication methods, 2s Shinra excusvely owns 
Midgar's communications network and the technology behind it AS a result, citizens 
have no acces to high-spee devices lke smatohones, and ong-distance communica- 
tion generally only possible between specific areas va telephone. 


TRANSPORTATION & INFRASTRUCTURE 


ca 


Midgar’ basic infrastructure (water lett, and soon is entirely maintained by Shinra. 
Uy service is available lor te, of course) both topside and inthe underity. However, 
‘here sa significant diference inthe quay of the infrastructure above and below the 
plate, and slum residents are constant having to deal wth problem lke sewer stench. 
In terms of transportation, te ain system that spirals around Midgars main plas 
‘the primary method of shuttling residents between tho underity an te pate. Topsido, 
public roads and the expressway are well-maintained, and vehicles are widely used. In 
Contrast, the maloriy ofthe paved roads inthe slums have long been neglected; mast 
residents tend to travel on foot and those who can afford it take motorcycles, chocobo 
‘cariages, or other means of transportation capable of navigating the rugged surfaces. 


Staff Comment 
Lovel Design Supervisor: Yul Sawada 


‘n order to portray Midgar withthe high eve of detail and quality that we were 
‘aiming for, we needed the entre tam to have a shared understanding of the city's 
‘background, history, and general ayout, which is why these wordbulding mat 
tials were created during the eal stages of development. Since this information 
‘auld go ono greatly affect how ihe maps, background images, dlalogue,charac- 
‘terization and prety much every element ofthe game would tur out, we compiled 
‘everyting we could think of—incluting alot of deals that weren't touched on 
atall inthe orginal game—to cover all our bases and paint a suficienty robust 
picture of the cyto ais ints ereatio. 


Descriptive detls forthe thre areas ofthe city that Coud and company visit have been 
compiled under several categories. Note thatthe public safety levels ad other factors 
are intended tobe reative tothe other two areas and not to Midgar overall 


Sector 7 Undercity / 


(Overview: This area s a symbol of strength and restene in the face of hardship. ne 
of he newer slum towns, also serves 28a commuter hub for workers traveting to and 
from the upperparts of the city. tis relatively safe and stable compared to the other 
slums, bul residents here stl lead dificult ives compared to those inthe upper sectors. 
‘Tore are soveral places that can rightly be considered dangerous, but cupportve 
communities have sprung up around locations ike bars and the Beginner's Hall, and 
some residents have banded together, forming volunteer neighborhood watch groups in 
oder to protect the community as-a whole. Lifes hardin the under, but is Gear that 
its residents ae all the stronger fori 

Key Concepts: dovntown, vitality, Wie West 

Exterior Architecture: The majority ofthe bullings here were bul using sorap mate: 

fale let ove from Midgar’s construction, but some are made of rick and weod, which 
‘ives them something ofa Wild West fel. Alot of effort has been put into the apnear- 
aces ofthe buldings here. 

Public Saety Level: High. This areas relatively safe nd secure thanks to the efforts of 
the neighborhood watch and the fact that itis one ofthe few slums where troops from 
Shinra’s Public Security Division are stationed. Bu by no means i i as cecure as any 
place above the plate as evidencod by the monsters that have been known to appear on 
‘the outskirts of tov. 

Residents: The Sector 7 underctis home toa diverse population of white-collar work- 
fers who commute to the upper sectors, blue-colar workers with jbs in construction 
and mnufacturing, an jobless thugs. is ster than the other slums, and many ofits 
residents ae immigrats who moved in after Midgar was established, 

Main Facilities: bar Seventh Heaven), Beginner's Hal, Stargazer Heights (apartment 
bung) orphanage, fem shop, weapane store, junk shop, Sacto 7 Undercity Staton, 
Sector 7 pir 

Dietary Characteristics: The typical diet here consists mainly of junk food and pro- 
cessed food, as n the rest of Midgar However, residents do also consume meals for 
enjoyment, a8 evidenced by the many simple food stalls, and even restaurants with 
ktchens (rary in the sums) that can be found inthe area. 


Sector 5 Undercity 


Overview: Buried in waste and refuse, and pervaded by a sense of degeneracy this 
aa is everyting one imagines a bighted area tobe. t's been around langer than the 
Sector 7 Undercity, and was bit using recjced scrap materials left ver from Midgar’s 
‘onstruction. Overlowing with garbage and yas, the ramshackle residential districts 
paint bleak picture of destitution. Dangerous monsters have been known to lrk on the 
utskis,and given the fact that there are no Public Security officers stationed here, resi- 
dents have lite choice but to fend off the creatures themselves. As such, many residents 
carry weapons on their persons, evidence of the need for sl-cefense, 

Key Concepts: junk, disorder, norgani, not based on any ea-word location 

Exterior Architecture: Most buildings are constructed primarily trom scrap materials, 
and some peopl even use discarded industrial pipes and vehices as sheer. With diap- 
idated houses sprawied between piles of garbage and discarded materials, this area's 
visual appearance i characterized by disorder and chaos. 


Public Safety Level: Medium. While Shinra Public Security forces wl show up when- 
‘vera large incident or accident occurs, the company’s influence is relatively iow inthis 
‘12a, a8 evidenced by a consistent lack of regularly stationed officers. There are also 
several areas in which dangerous monsters are known to lurk (uch as the collapsed 
‘expressiay), meaning that anyone who leaves the boundaries ofthe town does so at no 
‘smal isk to their own fe. 

Residents: Mainly blu-colar workers involved inthe city’s ongoing expansion, andthe 
{amiis, Many ofthe laborers who participated in Midgar’ construction als ive hee, as 
o others wha have chosen to eke outa living beneath the plate 

‘Main Facilities: church (curenty unused}, residences built out of royce junk Aerit's 
‘house, orphanage item shop, weapons store 

Dietary Characteristics: in contrast tothe Sector 7 Undercity, fod here isles of a 
‘pleasure than a necessity for survival. There are no fod stalls r eateries, only a handful 
‘of stores seling processed and frazen products. A markad lack of food culture can be 
observed in every aspect of this are. 


X Wall Market YW 


‘Overview: The city inthe slums that never sleeps. Located inthe Sector 6 Undercity, 
Wall Markets the foremost entertainment district beneath the plate. I developed from 
‘he brohels and oer businesses that catered to the laborers involved in Midgar'scon- 
struction. AS might be expected ofthe slums’ entertainment quarter, public order has 
‘deteriorated overtime, gradually transforming it into alailess zoe rampant with Diack 
markets and other criminal activity. t's named forthe wall that was built to keep its 
perceived dageneray from spreading tothe other slums. 

‘Keywords: nightie cst, lawless zone Asian 

Exterior Architecture: Tere are few residences here, since the areal centered around 
‘commercial facies. Crowded vith rows of dazzling neon sign, itis glaringly bight in 
‘compargon tothe other sectors, There are also far more signs here with Japanese and 
‘Chinese characters than there ar in other parts of the cy 

Public Safety Level: Low. This is a lawless area, and it would not be an exaggeration to 
‘say that Shinra's Public Securty officers are entirely intfectve here. Criminal acts go 
unchecked, induding scams, legal rade in drugs and other iit goods, and everything 
inbetween. Tiss not to say that anarchy reigns; Don Corneo and hislackeys maintain a 
ype af one, and as long as tht order kn’ disturbed, people can go about their business 
‘relatively tree of threats to their person. 

Residents: Very few people actually lve in Wall Market. The majority of those prosent 
in the area are slum residents who either have jobs in Wall Market or ae visting for 
pleasure; there ae also thugs and some plate residents who have come down to enjoy 
‘he entertainments on afer. 

‘Main Facilities: Comeo's mansion, thing stores, brothels, eateries, bars, restaurants, 
item shop, weapons store, materia shop 

Dietary Culture: Tis i the only area in the slums where one can find restaurants for 
‘tourists and enjoy handmade food. There is no shortage of options, either; everything 
‘rom humble meas served in eateries to authentic Wutaian cuisine (which n't particu- 
‘arly popular topside) can be found here 


Staff Comment 


‘We but out onceps forthe Sector 7 Undercity, Secor 5 Undercity, and Wall Mar- 
ket in order to propery characterize and distinguish each ofthe areas beneath 
the plates Since the Sector 7 Under isthe fist slum neighborhood the player 
‘encounters, and also te locaton of Avalanche'sbase, we made ita comparatively 
warm and friendly area vith a strong sense of community. The Sector 5 Undercity 
hhas.along and varied history; with many oft buldings ying i ui, thas an oer 
al atmosphere of ciorder and decay. Wal Marketi, ofcourse, 2 place in which 
‘anger and pleasure exist n equal measure. We tried to keep these distinguishing 
features in mind during production to ensure that each area felt unique. 


Lovel Design Supervisor: Yul Sawada 
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The State of the Undercity at the Start of the Game 


+ BENEATH THE PLATE: 
TERRAIN & EXTERNAL APPEARANCE 
‘Though ths area was once avast prairie covered in vegetation, similar tothe and around 
alm, the mako reactors have almost completely wiped out al plant ite inthe vicinity. 
(Currently the terrain consists ot 
and) 
‘The flowing elements are aso present, forming Miggar's lower layer: 

Daste materials: reuse from Midoa’s constuction, the remains of weapon 
Production plants, construction scrap materials, incombustble waste trom 
plates 

Residences, businesses, and recreational facies: dwetings, shops, and recre 
ational faites used by residents 

‘Processing plans: energy plants that support Mako Reactor 0, treatment plats 
for sewagerindustrial waste 

@Stations and tracks: Midgar’ train sytem, connecting the sums with the topside 


“WASTE STORAGE AREAS & CONTENTS 


Midgar is currently facing an 
art, anda percentage of the 


than real-world 


Wile combustible garbage is incinerated using mako energy, waste that i dificult 
to burns simply dumped. Areas cose tothe outer wall see the Mako Reactors & Waste 
Zoneted rng inthe above diagram) are atte: 
‘Wet serving as final disposal sites 

Furthermore, as new construction materials are hard to come by in the underity, 

for repurposing, This is one ofthe 
‘reasons why these types of materials are so prevalent even in habitable areas; coupled 
wit the garbage produced by the residents themselves, there is no shortage of waste 
‘accumulating in the slums. However, 


‘Types of Waste: The folowing compose the majority of whats dumped in the undeciy 
jas used in Midgar's construction, the remains of plants used fr weapon 


incombustbie waste from the slums and the plate Gncuding scrapped cars, trains, 
ec) 

‘There are aso some combustible materials (umber, et.) that were simply dumped 
rather than taken toa dsposal site 


255 


‘THE THREAT OF MONSTERS & THE NEED 
FOR SELF-DEFENSE 


BeloreMidgar’s construction, monsters were rarely een in the area, and it was asut- 
habia or peope to vein, However. 

‘The negative effets ofthe mako reactors have polite the environment, causing 
plant fe odie out and forcing smaller, herbivorous animals to relocate 

‘This has created a habitat where only omnivorous or carnivorous animals and 

‘monsters can survive, resulting in an increased number of dangerous creatures in 
the ven 

For the above reasons, Midgar’s enironment isl! has undergone drastic changes, 
while the lackluster efforts of Shinra’s Pubic Seouty officers have forced residents to 
{ake matters of sl-defense into their own hands. 

*Note that ako reactor activity affects monsters only indirect. 

‘The entry points to each slum are limited by protective wals formed by te terrain 
‘or castruced rom seran materials, with neighborhood watch members ragulay sta- 
tioned in ordrto protect he area 

“Note that Shinra's Public Secunty does not completely ignore the slums; they do, 
however, only show up when a mejor incident occurs 


‘UNDERCITY HISTORY & DEMOGRAPHICS 
‘Te slums in higher-rumbered sectors are newer, and these tend tobe populated by 
People who came tothe cy ater it was bull. This help distinguish the Secor 5 slums 


as an oder neighborhood in which residents have lived for years, andthe Seto 7 slums 
5 neighborhood where relative newcomers to Midgar (ncuding Tifa and Barret reside. 


For Reference: Historical Characteristics of the Sector through Sector 7 Undercity 
* Sector 5 Undercity 

Inhabited by many ofthe laborers involved in Midger's construction, along with ther 
‘amis, Quieter than the Sector 7 Undercity Residents are red of life inthe slums, 
‘having fved there fo so long. Signs of poverty are blatantly apparent, with many people 
‘having built their houses out ot srap materials and construction waste. 


+ Sector 6 Undercity 
‘This was once as arg as th othe slums, Now people only ive near Wall Market, as it 
\was far enough away from te pat collapse tobe spared, 


¢ Sector 7 Undercity 

‘One of the newer slums. Inhabited by many who came to Midgar from other areas. AS 
‘mast of these immigrants care fo the city with specific goals in mind, thelr matvation 
limpats a certain eneray tothe area. This energy is also apparent in the local architec- 
‘ue, as the bulldings ae better cared fo than in oer pars ofthe under 


Effects of the Mako Reactor 5 Explosion on the Vicinity of the Sector 5 Undercity 


‘DAMAGE CAUSED BY THE MAKO REACTOR 5 EXPLOSION 


‘As was the case for Mzko Reactor 1, the explosion of Mako Reactor 5 is tiggered by 
Shinra. Since Shinra’s aim is solely to demonize Avalanche, the company opts to avoid 
‘causing unnecessary damage, and s0 makes the explosion smaller than the one it 
‘used in Mako Reactor 1 


‘DAMAGE INCURRED ABOVE AND BELOW THE PLATE 
Damage caused by the explosion rom fre, tremors, debris et) snot as devastating as 
‘that resulting from the Mako Reactor 1 explasion. There are temporary power outages, 
but these have already been fred by the te Cloud wakes up inthe church (approx- 
‘ately six hours after the explosion occured). Although any damage tothe rest of the 
city is minimal, security has been ightened on the pate a fears of repeated acts of teror- 
ism escalate. Furthermore, the range of secondary effets, such asthe impact of power 
‘outages onthe transportation network, s profound, While the Sector 5 Undercity sustains 
relatively minimal éamage, the incident is being widely reported as a serious one. 


i #vea that sustains damage from the fres/debrie, 
‘aus by the explosion ofthe mako reactor (and 

‘here Cloud falls into the church. 

18 Area temporary affected, experiencing power 
outages, te. 


‘SUMMARY 

(© The Mako Reactor 5 explosion has less of an impact than the incident valving 
Mako Reactor 1 

‘@ The slums sustain almost no damage. 

‘© However, security has been tightened, and all trains are sil stopped when Cloud 
arives. 

‘@ Residents ofthe Sector 5 slums are more concerned with how the explosion wil 
fect ther fv than whatever societal impacts the terrorist attack may have. 


“UNDERCITY RESIDENTS’ REACTIONS 


Generally speaking, residents ofthe Sector 5 Undercity only care about what they can 
'2ein front of them. nother words, they ave litle intrest in current events or poltical 
‘matters onthe plate et alone the future ofthe planet. Thus, they don't see Avalanche 
as ales, but merely as a group of slum-dweling terorists. They view the Mako Reactor 
‘5 explosion as an incident that happened worryingly close to home rater than part of @ 
setes of actions meant to etter the word 
‘Examples of Residents’ Reactions: They tend to be worried about themselves (their 
‘ails, ther neighborhood, and Aer as wel) above al ele 
"We [te Sector 5 Under residents] ha better not end up punished because of 
what those extremists are doing,” 
= Why‘ they nave to target Sector 5, ofa laces?” 
© [Having leared that the members of Avalanche are now wanted criminals) 
“Avalanche is done fr, buh? Good riddance. 
‘©The Ives of me and my family are more important tome than the state of the 
planet a hundred years from no” 
"I heard there was an explosion near the church—t hope Arh’ rght." 
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Effects of the Fall of Plate Number 7 on the Undercity (in Sectors 5, 6, and 7) 


‘DAMAGE CAUSED BY THE FALL OF PLATE NUMBER 7 


‘An unprecedented csaster of catastrophic proportions, the fal ofthe plate leaves the 
Sector 7 Undercity completely devastated also greatly heightens resentment aginst 
‘Avalanche—oy, from Cloud and company’s perspective, increases Shinra’s influence. 
Shinra’s goal n dropping the plate was to completly eradicate Avalanche, so no order 
of evacuation was Issued. As a result, the death tll is said tobe over fifty thousand, 
Broadcasts twisting the truth ofthe situation are released wit the sim of increasing 
public hatred of Avalanche 


s+ DAMAGE INCURRED ABOVE AND BELOW THE PLATE 
The fal of the plate caused enormous damage. Sector 7 i utery destroyed. The park 
and gate in Secor 6 are damaged by fling debi, and ples of rubie liter the area, 
blocking off acess from the park. Th path leading from the gate o Wall Market proper 
Is untouched aside from some wooden storefront signs which have fallen down or been 
knocked askew. Sector 5, though largely unafected 
(@ Before Resting at Aerih’s House (late night): Damage centered on Sector7, 
‘while the Sector 6 park and Wall Market's upper sections (unexplored area) are 
piled with debris. 
(@ After Leaving Aerth’s House (daytime): Some ofthe debris has been cleared 


aay, 

The transportation network isin total cisarray 2s pat ofthe train line is destroyed. 
Debris i stl landing in some pars ofthe Sector 6 slums. The Sector 5 slums are almost 
ently unaffected. 


“> UNDERCITY RESIDENTS’ REACTIONS 
+ Residents of the Sector 7 Undercity 
“Though it won't be shown on-screen, most ofthe population i dead. The Sector 7 sium 
residents encountered from this pont forward wil only be those who were away from 
the sector wien the disaster occurred, or the few who narowy escaped with their ves. 
'= The disaster zone extends to oven the fringe areas of te stuns. 
= Afew peopl who were fleeing during Aesit’s Sequence menaged to survive. 
About seventy people (TBD) were among te crowd fleeing, but only a handtul of 
them made it 
Only the exterior of Mako Reactor 7 is damaged—it's stil functioning. No major f- 
fects such as power outages. 


+ Residents of the Sector 6 Undercity 

The mejonty are extremely confused and panicked. Some are beginning to fee, some 
are undecided, and some are staying put. Tere are also those who are inclined o take 
‘vantage ofthe chaos; gi-hunary individuals are already ploting ways to prot off of 
the station. In ocal pubs, some people are worrying about thing more than whether 
they have the ol to pay for their next drink, while others are placing bets on wat wil 
happen now thatthe pate has fallen 


‘WiAveas damaged bythe fal ofthe pate. 
|B Areas likly tobe hit by fling debris, affecting 


SUMMARY a 


‘© The fal ofthe plate and its effects were the greatest disaster inthe city to date 

‘© The damage tothe Sector Undercty was devastating wth some ofthe other sium 
‘sustaining partial damage a8 well 

‘© Residents are incredibly tense and watchful. The transportation networks in com 
plete disarray. 

(© State ofthe Sector 7 Undercity: So utterly devastated that its barely recognizable 
Residents are almost ll ead incuding the people izing during the Aeih section}. 

‘© State ofthe Sector 6 Undercity: Partial damage sustained to the park, the gate, and 
‘Wall Market's buildings. The majnty of residents are panicked, but here are also 
those who aim to tke advantage ofthe chaos. 

‘© State ofthe Sector 5 Undercity: No physical damage to ths area. There i a general 
sense of extreme confusion and panic among the residents, a completely diferent 
reaction othe one they showed when Mako Reactor 5 exploded. 


‘Examples of Residents’ Reactions: 
‘= "That was crazy Scariest dam ting Ive ever seen in my ite, But here's no way 
imleavin'.” 

‘= "To think something ke this would happen so close o home. 
about time lef this pace.” 

‘© "Avalanche has gone and done'it, the bastards. Dropping a pate? That's an 
‘insane move.” 

‘= "Haven't seen Comneo around lately. Wonder where he’s ge.” [Clearly doesn't 
cae) 

‘= "Why'd fvalanche have to build its hideout in our nlahborhood?™ 

= "ls this great? Everytime something big happens, hs place realy starts 
Jumpin’ having the time of mye!” 

‘= "Who cares about some random attack?! The real problem is that my favo idol 
‘won't leave her house...'m werd about her” 

"Let's runaway together!” [Can be boy-gi, boy-boy, git-gi.) 

‘= "Bet you got some cuts that need healin. Lucky for ou, have juuust what you 
esc” *Black-market tout, atc 


Its probably 


¢ Residents of the Sector 5 Undercity 
‘They react completely ciferenlly to how they id when Mako Reactor 5 exploded. The 
recent string of tering incidents has caused extreme confusion and panic among res- 
idents. Fears abound that these incidents wil come to affect the Secor 5 slums in the 
future. 
‘Examples of Residents’ Reactions: 
‘© "Thats tit? This place is done fort” 
‘© "What ve we done o deserve ths?! What the hells going to happen to ws?” 
‘= "Pease... do anything! Spare me, President Shinra, beg of you!” 
"1 kept quiet about everthing Avalanche was getting up to, but this isthe last 
straw." not covering for them anymore!” 
‘© "This garbage dump isn't wort crying aver. All we've gt down here are ples of 
‘rubble and junk, anyway.” 
‘= "Ithought'¢at east be abe to vein peace down here, but guess not. Maybe 
it'stime to leave tis pace behind?” 


Stalf Comment 


Level Design Supervisor: Yui Sawada 


From the explosions in Meko Reactors 1 and § tothe fll ofthe pate in Sector 7, 
‘Midgar undergoes sme massive changes over the course ofthe game, We com- 
pled these materials nan attempt to explore the effects these events have onthe 
‘ty and its resients—things that had simply been glossed over inthe orginal 
‘game wth vague talk of something tebe having happened. Theteam referenced 
this information numerous times when creating NPC reactions tothe reactor exlo- 
‘sions, depicting how Sector 7 changes arte pate drop, and soon. 


Midgar Timeline 


‘Note: Text in red included as new information (for dev use). 
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Staff Comment 
Level Design Supervisor: Yui Sawada 


We created ths timeline in oder ofilin the gaps between the events that take place timeline together, we used “plate collapses during onstruction” as a placeholder ex- 
in he official canon. n doing so, we hoped to futher our understanding of Nidgar’s planation. However in the end we ran wit tt even becomes part of Aer’ dialogue 
structure and the changes It goes through overtime. The reason wt the Sector plate in Chapter 9. Building onthe existing story to establish tings Ie the order in which 
doesn’t exst is never revealed in the orignal game, so when we started puting this Midgar was constructed was a real tough ob, but aso incredibly fun and worth. 


WAL FANTASY VEL REMAKE Ns 


Tifa Mission Plan 


“Noe: This isthe proposal for what was known asthe “Tifa Mission,” which we were 
considering implementing as a sub-scenario between Chapters 7 and 8. It was cut 
{rom the final game, however, and these materials ulimately went unused. 


% Instill a sense of foreboding and unease + 
Boost Tifa’s appeal as a heroine through her actions 
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1. Foreboding and Prelude to Tragedy 
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Staff Comment 


Level Designer: Yuri Hioki 


“Tia's mission was meant tbe apart ofthe story where she becomes events that occur while Cloud isa the Sector S sums, bt big chunk 
the main protagonist, and it would also show how she ended up at _ofthathad tobe cut. I's abit isappoiting that al the content couldnt 
CComeo's after she ets separated from Cloud fllowing the explosion _e included in-game, but onthe bright de, this way alot lft upto 
at Mako Reactor 5 We created a whole chapter's wort of content for players imaginations. 
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2. Tifa's Charm/The Fun of Playing as Tifa 
‘Cares about her friends/Cioud. Strong heroine. Courageous and kind. Nice figure. 


She powered ot gs et. 


3. Sub-elements. 
elves deeper into characters and allows players to obtain hidden info (as part of a slum-based chapter) 
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Dress Acquisition Outli 


‘Basic course of action = Must collect items required to make dress via side quests. 

+ There are three dress choices, but only one can be made fie. increase based on effort put in + player can 
nstwe postin ony per game fil. (Choices | ut in + player 

= Handing over the lems (7) oF 2) obtained trom side quest to Marte, who has taloring skis, makes l possible to create the desired dress. 
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Staff Comment 
: Level Designer: Yuri Hioki 


Inthe released version of the game, you select Tifa's dress from alist of choices a 
conversation with her during Chapter 3, but we originally planned to have the player 
pick a dress by competing various side quest, The reason why Tits cress doesn't 
have its own big unveiling scene like Cloud's and Aeris is that we'd intended to 
have that happen in this section, before it ultimately gt cut 
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Side Quest Overview 
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Staff Comment 
Level Designer: Yuri Hioki 
were planning to recreate Avalanche's secret hideout 


wo 
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FINAL FANTASY 


Staff Comment 


Cutscene Director: Hidekazu Miyake 


This was probably the most ambious and challenging cutscene in the entire game. required 2 
Jot from us that we'd simply never done before, so geting from conceptualzation to completion 
took almost haf a year. We knew from the start that we wanted oux portrayal of Wal Market's glitzy 
‘ight to have an elemento elim, so we tured to dancers and a choreographer witha back- 
‘9r0und in cabaretstle dancing for help with the routines. 


Partial Renders 
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The Audition (Me: 


a 


sare PLANNING MATERIALS 


'y Partial Renders 


Stalf Comment 


Cutscene Director: Hidekazu Miyake 


Since Jessie interacts with Cloud prety often trom te start ofthe game, his became a pivotal scene. 
eee ie oes vs Neen at pes ie a awa 
) 


Te 
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YY Partial Renders 


Stalf Comment 


Cutscene Director: Hidekazu Miyake 


‘never ought | wold e charge of craig Bis kn ot cae fr he 
‘emake. My goal was to stay true to the orginal version while making sure 0 
depict Sephiroth as an immensely strong bang. 


Ys 
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YY Partial Renders 


Staff Comment 


(Cutscene Director: Hidekazu Miyake 


Erm te very beg of evopneat we ne tat his cane was gg to get tof aeton Ae 
the game release, seeing the reactions from all ver the word and hearing how much peaple hoped for 
Zack's wel-bein realy Brought home to me how beloved a character hes to so many fans. 
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Staff Comment 


Cutscene Director: Hidekazu Miyake 


‘As Shiva's an elegant, sensual being (and the oly overtly 

= {female summon in the game), we decided to emphasize 

Abr ‘those features withthe snow effects and her blowing an 
oy hiss. 


Lead Battle Designer: Tomotaka Shiroichi 


For summons that you algo fight as enemies, tke Shiva 
‘and Bahamut, we created diferent ultimate attack an- 
‘matons—one fr when you'e fighting them, and one 
{or when they're on your side. The basic composton of 
‘he animations sth same, but we had o get pretty cre- 
ative when implementing them, since they're etfectvely 
‘mid-batle cutscenes. There were some prety chaotic 
‘moments during development. For example, we'd have 
‘uations where an enemy surimon would be migway 
{rough sing their ultimate attack when analed sum- 
‘on would star using their own, 
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(uick TRACK BACK 
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Staff Comment 


Cutscene Director: Hidekazu Miyake 


‘Bshamat's form in his game looks really awesome in midair, so we used some camerawork 
‘that would make his sipovete stand out. in these animations we also wanted to emphasize 
‘the overwhelming majesty ot his classic Megafae attack. 
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Enemy Reference Materials 


Standard 
'Y Security Officer 


+ Ugh on he feet 


+ Standard ietarty tom the pate matary of Shira's Pubic Secrty Dron. 

“+ Nt use for special operations, bt deployed on patos ot Sina faites and around the 
upper sectors este ble securty 

+ Ato deputched to aporess Gssent a combat hostile erganzatons. her rls are verse 
‘Never pals aloe; away stationed in teams of two or more, on squads composed o two 
x mare teas. 

+ Eaupced wit mache gus, oher nants aerate weapons. yenades. and tna 
‘dt eg humans equpped wit Bi weapons at the malay has sippsed tem 


* +SoeM 
+ Frat appearance: Mako Reactor 1 
ose Mob 
+ Pos-deat anmaton Liesteam 


Staff Comment YY The Huntsman 
Batte Dvsgn Coordinator 
Hiroshi Ogawa: ‘+ Powerhu not trooper trom the private military of Shinra’s Public Security Diveion. 
eas acta een 1 Rt emertany We sae a rl Wope Dut aed up andere 
secant olewrs urna seve cones 
‘emy, and we initially designed them to be able 
to perform a variety of actions depending on 
{he stuaten We wound up pacing ct et The ar son fa rove rest fame 
Special moves ard actor f9 oer ener ‘esto seen mae em tact he te ot oops. tte tied a 
atin the ear devlgment stages hy coud Dict ert at preven fn tating be eam, soe as ened sft Pope 
So ae Wecan ever tank em enough a ter bo fb reget senha ey ued yh errs 
ets aye cate po parte nly acoe opera, and Ne bses have 
‘eed oa a bd ope te eter caxomaabors he as ppd toh eaupmen 
‘here many ravers San cel wit Arce, ba aces el nae 
rears mr, own ny a8 -De Naan” 
+ Bas tract model hx be he sae a8 an ete a oop 
horace mace wb trey en a sel won De a robe. 
pose, wel reer en ve Sy mae mcr Ue ey ng a 
tent came sos wah ne maton 
+ Ve itr character tres rom owe fn et i troop 
Stal Comment Sate tet vce vg age es 
Batis Devon Coocinsioe ‘ate ino be eaiy Ginga fom bend, ©, by having someting 
Hiroshi Ogawa ‘wenea ee: 
+ Hes ban tet a ose ed 0 yt Yooper and et ope 
[a teece aoe ‘He combnes two normal stun batons to create a double stun baton. 
“Cres fav rear ee it onper eso. 
aie ey econo Nave te eran ee ao wih wees rage 
that steely exterior? It's quite the tale! Anyway, + His shield is oitterent trom those used by both rit troopers and elite riot troopers. 


Ts based on et tooper shield, but he's made some cust adtions. 
‘Specticaly, e's made wider and gen ita new pat job. 
Hamaguc suggested a goddess cesign fore pat jo, 
personaly eto see something ce SOLID UNVELDING, UNBREAKABLE, or 
INOOMITABLE weiten onthe sil in a sve that matches the vibe ofthe game. 
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'Y Slug-Rays, Shock-Rays, and Blast-Rays 


‘Slug-Ray (Gunner Model) 

mt ‘Set roped antpersoae! weagen manutachsed by Shieva's Advanced Weaponry Dvison 

‘Sreraevsees Autonomous robotic weapon fat is va gravy manus. Uzes het-sensing and ieniicaton programs to evaluate 
tarp’ stats, and wal ope fre on units determined tobe haste. 
Unlzes high-speed fight and advanced tacking capabilites when deployed in pursuit of feing enemies, 
‘Muttunctonal model equipped win nee sun, emergency repr, and oe unctons for use in nial response and 
‘emergency operons. 
can uc legs os body, aiowing it to pass trough ven and other smal openings to take enemies by surprise. 


+ Sues 
+ Fest pearance: Corkscrew tunel 
Role: Mob 


‘Stug-Ray (Taser Model) 
‘Set roped antpersoanel weapon mankfacture by Shia's Advanced Weaponry Division. 


ean texas ooo, song ps regs vert an cera ons nee re, 


© Se $ 
+ Fst appearance: Sector 7 shams pita 
Role Me 


|ulomous ete weapon fat hes va vty artolaton Uares heat Sensing ard ection programs fo eraale 
Targets stats, and wil open fe on units determined to be Poste 
Deployed for secur purposes around important locaton and equpment win Shinra facies, tess grenade launcher to 


Gunner Model 
‘Araftpurpose mode, t's equipped fr any sation. 

Capable of cose-quarter combat and ranged aac, as wel as ficing stun (status elec). Specialized fo a tty oe, capable of ting alone o supporting! 
‘nealing ales as the font demands, 

“+ Relatively low hea, bt fight capable can make ict to it Payers wil want to emit t qc, 38 can get very annoying Hi alone 


‘Taser Model 

Irs speciizd for oersive ad defensive ranged support 

‘Asa support tt uses ts abies to back ups feow forces. Equpped wih a variety of unctens,incuding epensing ammo, upping power, and appying 

> Generaly Keops ts tance and stacks trom range, making cic oGetest Payers wal want to ekminate it immediatly, ast can be ahuge treat 
depending onthe enemy's formation 


Grenade Model 
Tager-hapoy bombarder with high HP. Abou tice 2s big the che to toes. Ont attacks whe onthe ground (never ight) 
Prontzs attacking over evasion (elately short-range) Primary eoys mu target AGE attacks, scan rack up at of damage over the course of a batt. 


Heavy iting artilery that makes use of ts hard utr she to occupy its enemies’ attention trom cose range, buying tine and creating openings fort alles, Not 
ery maneuverable, butt packs a power tet mode tat canbe Gevastating ignored. Meat force the player to quickly rethink which enemy to target. 


_Atacks with oly of grenades 2s wel as cose-range krackbacks A tough and tenacious opponent. 


> ts grenade attack makes Ian immeciate target fo player, but they aly sre to take It cow quickly. Meant op pressure on players and force them 
to tink hard about ek bate satis. 


‘hwo models on the theory that they would probably be 
‘ployed in succession. 


cig ena cma oe sae wi rrnaty cope Be as 

‘sc ne antare tweet aren bu ee en pony 2ayes rest 
‘autepe ote coat 

+ Aiea we beso Bz ree ar armani 


earch a dateguites tom eee are of 2 ee addr moves Th fy ye a Meas ene Sew We oe oe 


a 
Rane nesta ndem oe any 
eeeutepeceg eens 

we Stacogcrtesstyatmrmnn wee oe 
Saintancap utnon atone 
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Staff Comment gs 2 te ee 
ian aa oan 


Hiroshi Ogawa aiien 
hares mt ne wear sage fey pe pt 
‘The helnound's design is derived trom {Etna setae yes no 
‘ ‘he zanene's, so we put together these sete commen 
1 reference maierias to help keep the two Tatention with 
% distinc We were cxignahy planing for ‘neta oe eve Te mh 2 wine fon beng hd 
‘them to use two elements, re and dark eebarmoe ton tne ee art 
Sac the Crk concept int make | SEs Saeragencee care oroa we eae Ran pare 
tothe fa ers, De Chae Saeco roy mocorvealy 
stack you can see a the bottom — {aves oa ag mene wl oe Ma ny a is 
which became Helis Sesh ge — settadt ec trond rsa 
} eee sada 
loud of posoncus darkness. Utimatay, rtp bbe ves near Dee et psa ag Ta cin wt 
We decided to remove the poison effect eno Der crane ae apg wa ee ey Soe MD 
but fora while was a realy trying Seapeptian en geomet ome tear oe 
ore: ‘aye ate te gory nt De ees ea ton ge 
(alee Sad map Linge baw rence wn oe oad 
Ream 


Prince ofthe royal amy of the sahagin Bie shi is a mark ofthe royal tami and 
‘unique those of royal Bod Te previous leaders of he sahagi have elected to 
‘esvain distant rom human cure, but is prince has been marked by an insatiable 
‘croty from a young age, and he's requenty sipped ou trom under the wale eye 
‘of is caretakers oven onto te surace for a peek at human ie, 


Having obser humans for some ime, he has concced tat hey ae not tobe ‘ 
‘eared and tat te sahagin are the te heros of te land. Howeves, the cent 
leader views these ideas as dangerous and reprimands the pance for expressing them. 


‘Thase who support the prince and is ites are considered bythe sahagin tobe aat- 
‘socal element, s hey perform ther wrk to undermine the hua race secret, 
‘away fom the leader’ prying eyes. They ae a prominent eat o humanity. 
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"Y Bugaboo 


pe uri ante or mang De geen ect 
EYetep oan woecar aun one et 


They pl es aa nw ta cr ach 3 em 
‘ry fear to eye tt pet te pst Dur ee ray, 


rte ep Dam marge ber og sam. 
‘Wau show ry tarts Can et po 2a tw emet fom many Dit ae vai Son a ore 
Tomartan Per mcucaty wet veg an pete ge ew we 8a bugaboo nse ec ese. Ase 
(sa ea be gunna eco De sam. gg Os eee Dagon an econ em pee 

‘Toe gue stato taqgeve uber bags tmp take pk 
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Bosses 


"Y Scorpion Sentinel 


“Vang seco ms COFF7 wm prt sins Set in agra rete) 


‘corr toh ec et gee besa Be ge) 
(erat wenn mace by See ss 


The Scorpion Sentinel was a priority in terms ofits 
30 model and overal design, so we came up with its 
attack patterns very early on. t's appeared in quite 
few other works inthe past, 0 we wanted to put 
‘anew spin ont while ensuring it retained the same 
Impact. Since it was kin ofthe tutorial boss inthe 
xiginal game, we red to give it a similar role inthe 
remake. For instance, its Death Grip ability (wich 
festrain ts target fr fve seconds) i meant to en- 
Courage the player to switch characters. 
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'Y Whispers (Mysterious Spectre & Enigmatic Spectre) 
2 


(Ml wiper actos Cig er ite nears wb cid o apogee 
‘ha wy ey ne at ot yg crate ye abe a al acy Dem Eh Whe an wey Cen Om 


Y Roche 


‘pee en we owes he ote mae Pan ying He Be we 
Abt ot cal be nas eter metacye-oated tary be race SOLDER ata, 

tes pat in yt eet ete. it stor wack nay msn wich he cat gt 
fecrez notre as preted" or even berg ovis W De ct a Pe os nee re 
Aiea sb gong heads head wih pene We a eg. 

can co prey mah ery ek tack Yom whe Gg we sarge esa. erg wah i at 


he herent eds rest wegen estate at oe Sarit etme rd an fot. wich has eared en 
Deter ne abe ot pees 


ere fers cen certes ue an erste are} De ere she Stora ores er hae Peace 
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aes ty 
ese te moe 


"bart wi owe dat each Ca an e's rma tacks 


‘Rayer cn ary mane ¢ Prout sr by Surg masa cinerea Pe Stade 
‘Ture rceme payer surest d tod lace em beens we bah De mary a econday ects 
devey mom at Gap ad tow Bey a cones ay be 


Ye acs sa naton sh ee! Dt es yg we ey 


Sher eae oe psp et et snes acy ya a 


‘Lead Battie Designer: Tomotaka Shiroichi 


ee ee 
hun enemescanend up fein kn of wnerelniog 
ven hey actly ht the ayer ut thik we managed 


‘wachieve a really intense one-on-one bate here by mak= 
‘ng use of Rena’ EM mines and inherent speed. 


‘Wibemerctes men out at pa ener on eth, 


| Wee animations at ght is eng 

‘ee at aes heard ghng sf doesn ew kg 
‘Seewtetneg hove acy wreslg wd maa ts Rves make 
(Secine cones od coe tctngoes ty sow Des ot 


pee, J ~ 


+ Reno & Rude (Chapter 12 Appearance) 


‘ Battle Concept 
(Dave Rene and fe go al ou, combining Rens tp-cass spent with Rae's ap-ls powe Staff Comment 
"Sous iee sn tre ran at Be ps Pa uray § aod Se BEN EYE PE RE ae act 
‘meander | ‘Lead Battie Designer: 
Fo era ce fe De arg 8 es (1-9, ety mR ERE RoE 
combos ae ane reel 
ge pase wen Roan Pe amp, ey okt wn oper easy ng conte Mowe ‘This sequence was realy important, both 
i thet he sha epn Pe ery Pe ee low Bro nl apes {ntems of he sory andas abate, sowe 
. {lange act taus sow at ey ar ee cea ce eset 2 TAMERS pat oto trig oy 
‘0 af he u's bod and Tas! seg {hing he Turks can do We fine-tuned 
Mouse cpr suacee he sre fal ont Re en wore Paks Ca corey 1 es 6 ‘atl to make sue both sides pulled out 
{revo or hen fers sta gw fe ne ne ay Shahn, once ees a ed al the stops and really worked together 
cite fen onemratoneeta meson roa sateen, 


We wart ompres upon payers we Ts’ pps here estoy he ep ia mite moray wrong eye 
brtessonal vou and wou a trot imoestie Wate 


“+ Show layers he benef amwarh 
‘Coss wes are dune tte ah rc, sow De as Tea Bat wh Nm 
‘We Seu che are eres Pu wl make payer ere orci Be spe of a2 em ty eamo meg 
Tagan wok oan eno e wen de are cn ecmeeay eco we Se pe 


Direction & Goals 
en ard Rue hve been Qe a ison ow the pte papa erro ey Arne 

(Goud are camearyrewvee eadogor te 

Frew impotan mata tr be be fine an Sea. Since Pe cn ha area een Sates anette crc Sct 5, 
theca eaten geting brane 


Y Hell House 


Boss Back 
Wasa rag eary i ra tt we ng as bss emahe 
‘Mn stone tan er enees erected ey ge be pare aha uch he WP 


Myers ort staged tke arowe—schay a wegen degre et rd ci Aopen ea 
"Sar at fe or. 
2 Res team ce Den cat aetna cara 
‘Tttoatt arms rg flop tea hea at ch he eta ane 3 ace a rte ere? 


reed vega 
"ayes encanta oa fe at te ee seg pee eh at by ear 


a om 
CP Sarto wh aay sg tac ate Prt be ners Dua et oes gt ne. wc poet puso Pa. 
‘Alone mi ect tom tig, has ey gh eee acl acs wor om Sage 
215 sb per il charge ert teloe tes hon 
I sr sorag aatevtomos abe ries ms medws an or 
Cb serena asonest can ange mee 
Ei pt be weve hn ew aur fr mage anh maeGomage tom ce mage 


Poot 
Dts ot raya iogcal wt pet vt aly we wars mow Boe, uecy woe ges aye Jonson ee 
Nees corte antes ean ene 30 mont tant fsa es Doe Na eS we 
ses hese or 0 Pal aes can Sa er eter Stes. 
¢) Khas owe Geese tse, ba ts sack et 
‘aac panera ee rag he as, cae ep, nd a tac 


Battle Concept 
A ing ache noun 
\ine ene a ine et Gti wher cacy, ca mace. sameing 
[Tene he an ero ous a ft making oc pes rage wat wot ach Cpa ae—eometng Pu ok 
uom en Der qura 


Fdoent move rch an hu am St we fet eves bun 2s novembre ash ee appa 


eaggeate 
Dat hit hate bate. ts cus on Gtr ret nepal second a, rave ocd an ere 
howe ar freer at one mers rs brut DA Ect ease? A mae ng, pe a eed 


+ Cran prs os ty acest When nti estoy, anv eng ut each at by st was apne 


Staff Comment 
} I Lead Battle Designer: Tomotaka Shiroichi 


‘nthe original version, the Hell House had citferent attack pate belo and present from Cornea (AKA the Don's Special Box) and final, if you'e playing 

0 after is transformation, and we tied fo keep thatin mind when we were plan- on Hart gets reinforcements... Looking ait now, his fights basically comic 
‘ing th bat for the remake. We created this batle concept during the early reli. honesty never expected that it would become as much ofa spectacle 

sages of development, Later on, Wall Market and the underground arena took ast i! [laughs] 

shape; hen Kotch and Scot's commentary became a thing hen we added a 


Bee et igeee ge to at we TS a eee 
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(enya nn oar te osc 
"ete pears Joma oo er 


(Sn occ ero 


(ibe wer ts payee 


to eter rt gate Pat osama sak ef oF ey. 
7 Cited Gen oe wet pry wa prs wesw ree 

Sirmtors paws ary rm "sures ge fot A 

Fitapoy ween onc Ge engy won tw aby sce Sih nts sed on enc, 


“ot babe sow dew atecece Bt ata ard mae we fee 
Seas eee athe es Se ee 
ets peeps beat wo tes eae 
st pect ts ob cy bebe ES a eae show oe cept ex 
Lis women may 8 beat as yw Bs rey 
+ cast etre Poe oats bewnng Cl © es cae See em tae geting 


Staff Comment 


Lead Battie Designer: Kosuke Sakane 


‘We inital considered making Abzu's movements and behaviors purty animatsc, 
‘ut we decides to ad ina few more human wements—the how it provokes the 
party and engages in some macho fledng—to give it more character With mo- 
‘ments like the Chapter 14 cutscene where Abzu defends Corneo trom his pursuers 
(Cut wd company tik we managed Wate ace bane betwen best 


“Y Abzu (Chapter 14 Appearance) 


Staff Comment 
Lead Battie Designer: Kosuke Sakane- 


‘Anau aot bigger than the Abzu shots soit was important for us to establish 
‘acterencein ther behavioral pattems Weran into aot of problems along the 
‘way—Abzu kept getting caught on the boxes and future tering the area, 
‘and the Aizu shoats ended up crowding around Abzu, causing total chaos. The 
‘team had to work really hard to get this batt to tur out the way it id, and 
‘oui be more grateful for tei efforts. 


‘Abzu's Attack Pattern 


When az 20, oe esos wf gu ape a 
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(The Eiger oe te sw De ey as we ast ge pyr Heese) 


{Dramas none pce Prowes a ye te rect a 
(vaya soe st ony cred Pare tang eve SRE DY 
The gost bas tel sonar ond ob eae it Pa 
|S vce shu Sas ar aaa tc Db ay © Oe WE Ae pny av se em ee 


© rrute ether rena stacking Stes 


Y Eligor 
‘Load Battle Designer: Tomotaka Shiroichi 
to 90 up against alt of bosses, 
fo showease ‘Aso 
‘and this is true for he oer enemies as wel—the Direction & Goals 
these reterence materials was created fo give us a dearer 
what we wanted from the battle during the early stages of 
30 doesn’t always match what you see in the final 
Battle 


‘Aug cepnet. 3b ta rd power 
esis vove0 mgt ies Bt en ecb amet aane 
‘tes pur py wae ower ae ean Era a es, 


‘Load Battle Designer: Tomotaka Shiroichi 


We 

_ signing the rain graveyard. igo's body structure makes it ict fort 
{o change position or do complex maneuvers, so we red to ive he bat 
Yasar tyke ntl sage ach at ie 


we and by ging Ear ato tacks that nit Sas e- oe Ges we arry w oe tesco ery te van gem 
"fects Looking backon these documents now, it's cea that we changed ‘Tiros yg ha a er rm Be o-oo wed em Bem 
piel rarsa erred ne al tesa nd Ws ase + Doe at ey on shearing aacks to cra he payer—alvo makes requet une of Ged mag 


Sarenay eaten 
‘tere the nye wes ty ved wh cs on Pere soe Genet Boe Beep wee Cet 


“Semone ooh ees a at goat ec 
ppd ob pace. nang a as a le ancy tpn eae pa 


Batten cow et sem pesca Staff Comment 


“rut em om sudan each unt as pectic re Lead Battle Designer: 
“Ther afachs Hoult redarray cert wound caning ares mana Tomotaks Shiroichl 


ee __ Wha mourtanof aman the Bare akeady 


‘cided we might as wel go big or 9o home. 
‘Whe the unknown entities ae vaguely hu- 
‘mano in shape and body structure, we de- 
‘ied early on that we wanted them to feel 
‘stincty inhuman. We modeled them on 
schools of fish and swarms of insects, nthe 
‘sense that while ther actions asa coliective 
feel controlled and even synchronized, the 
Individuals don't seem to able to tink for 
themselves. They're defintely unusual, 35 
‘enemies 90. 
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Staff Comment 
Lead Battie Designer Tomotaka Shiroichi 


asked the cutscene team to come up wi a proposal forthe ight withthe fled 
unknown enites, based on tree key concepts: the creepiness of 
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Fore yes ota ay have got oo bon ne mio e age whe wang et HS12 Tan ns. 
ist2 OFT ae ot mac a rat nay tt ey Ceca mah ere ogee # Dey mate 

Dee pte acre rae ey ml ce an Seay eran ea ky foe wb gh a ayes wt av 2 
rani Ber eat 


Pest players with tania cee, en subvert expectations 
‘hase | ou recreate Fhe ogra pe Sse wha hve are ogra whe wea ow 9 eee 

Howes hen yeaa arr ater tee canted ey ce en a Pusey 

Faces tnd 3 wows adnan rary sees a vr Panes 9 Ss cere Cea MaknG NY A 
‘Serene and cw Grate ban era 

"SO te care he ube. ayes Sta ea aes srs Yow er fas asia pout mah ergs exerts 
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ove ny at ben br sen hei tye ow by 


os. 09F 
The mare pervert are dated orectrg De ran un ae een Ca we Ma Say rouge 
The yoy ated ort Tn eS oc ec em st 
‘he at! seers we pre ene Te oy apes ews Bom Perens a ary Per reat ge we 
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‘esos ees the a put Be ber een ree a ake nara 
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‘Tre ma unt connes et mr mak rey fo so. a res sf mah ott 
[rte gor nth ran anit oer ters cantaty on Report egeny Som crea easton cesta ae) 
‘spay ast svenger revere an bere 


‘se | es pce Ds are. 
‘opoe YO wee 20 ag. 
‘Sig wey a cr ctr tes eg tes 


Lead Battle Designer: 
Tomotaka Shiroichi 


The Valkyrie spends a ot of time thing 
above the characters, 0 o avoid It ook 
Ing salon screen we actualy increased 
Its size by quite a it forthe remake. In 
the early stages of planing, we were 
‘g0ing to have the bate take place on 
arrow scaffolding the heroes had been 
cornered on. However, we realized this 
wouldnt have made fora very dynamic or 
exciting bat, 80 we decided to have the 
first hal fought on narrow scaffolding and 
the second aif fought on a wider stage 
‘here the player has abit more room to 
maneuver 


changes a rena 
‘The ran ped bate about hg coal enemy. Der Da ray Scale Fr at eso, we wae cs on shock at a 
“pene senate 


ops abort concider ne wees, was vs i prc 
‘he pe ants rae teary smesay anos ret hese ack net esa 

{hs leg we wae mater ana ay atch by epeang kbd rd epee Da wee or Br reusing haran head 
(meted ett pt ats tet 
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/Y Rufus and Darkstar 


‘Tre og pet Sia Bac Power Company an pl est Fug by Ct sto te elt of ra Bg, 

‘¥,Rutus Shinra 

nt SOLDER, he conor es ppeaty sory an Os. 
etcetera Raa Yat ths pa co raher ani ps capa. 

+ Homer: Rs tad ose eran combat wt, ad Pe conn mat ot of he wahse ep ett spect Cetera etn se, 


Und i chins rue age! ong epee. ech ths enrich 
‘S Grerwmen ne ss poyeg rand Past 3 be prey ay hen any wi Cd ve 9g one oes 


Ther ndskaios tow meg Doe nec Bema Me a neeh we tnst) 
enigre cacor ment smog nag hese ater paste age 
“fn rac per naar py oom apes a ay ar peer seg etme et coe 


¥ Darkstar 
Tong acces Ra Ac 2s Rs pen cys 


"ots sagh me areas we sa ee Spey em tase we 


+ hen cove roy oc ts, de Dstt ensayo sega ante wo wat prec harmony. 
Ret aps ster Wage Be ek ae 
SUanisown bya mae papas eect 


‘The bond ets een cach pase wea ow 


Eolone set oe oe nee seaey ete on et rene gig rma 
Seite neci mary g amen oey momar nantes Sona 
Teen tones Rasy pane Sas tena wen Dea 


2 
gees Css seg bps 9 nc i a 

Ieretona norton cogent e pmch 4 S0LDEN meaty. eee cs nd ata te ite 
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Eola veaces anagem 3m et ey yg eg ey A ACh 
Onc core esta Ras mlty ron one ou pines oe songs Se 


“gion enepe apenas hang, meth ens zon es ston ee ot 


+ An nmarred mace ot ge cape tom Be Shia Brg 0 0 fot 
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The concept forthe battle and the visuals fr Cry 
Havoc were both relatively easy to develop because 
een a oman an ane 
Fina Fantasy staple. That being sai, this boss 
fyi vas cla ty bei atk can 8 
{two-person party made up excusively of long-range 
fohiere Aer and Barret This changes te tow 
of combat significant, so we paid special attention 
{othe overall design of he bat. 
When the concept fr Cry Havoc was fist devel- 
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Lead Battle Designer: 
Tomotaka Shiroichi 


1 you're going to introduce a giant enemy, 
you want to destroy is different body parts 
‘on a huge scae...But since it's not poss 
ble for Cloud and his triends to attack and 
estoy the giant body directy, we decided 
{hat the Whisper Harbinger should gradually 
fall apart asthe payer defeated the smaler- 
‘ized Whispers Rubrum, Croceo, and Vir 
‘The destruction ofthe chest armor was par- 
ticularly labor-intensive in ters ofboth 30 
‘madeling and animations. 
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Staff Comment | 
Kosuke Sakane Tomotaka Shiroichi 


Tie bate beeen Cut ad Sp | Seas he he al ae of he ane, he ot 
‘roth at the end at the original game left with Sephiroth is a smorgasbord of special and unique 
‘a strong impression on me, so creating ‘mechanics. Everyone on the development team really 
‘this due!—which would serve as the first gave their all to make it happen. in the final battle in 
fight in thes overarching conflict—was ‘the original game, the number of party members dwin- 
particutarly important to me. Because of dled as the battle progressed, but in the remake, Cloud 
‘this, the number of special mechanics for __starts the fight alone and his friends join him one by _ 
‘the battle kept increasing and increasing, ‘one, echoing the game's themes of “strength in unity” 
‘and it became incredibly difficult to pull _and “new possibilities." 
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Lead Battle Designer: 
‘Tomotaka Shiroichi 


‘Afatchocobo is never going tobe a sious 
‘boss, so we designed tis to be a comical 
‘atte where doesnt even really fee tke 
‘an enemy Te fact that it has trafic cones, 
‘dumbbells, and even giant bombs hidden 
Jn fts stomach makes me wonder if it isn't 
‘actualy a skinny chocobo with realy thick 
plumage. 
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‘An Anti-Weapon 


Enemy Traits 


ioe creas 


.groveling, trigger-happy punching 
hard-hitting enemy for the remake. it will be the strongest enemy in the game, worthy of its place 
‘as the post-game boss. It will actively analyze player data (skill tree, etc.) and equipment, and 
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Enemy Battle Designer: Woonchang Sung, 


‘This isthe Pride and Joy prototype Proud Cod inthe 1997 version) that 
Clue fights toward the end ofthe eriinal game. We worked backwards 
‘fom the original when creating this design, wile thinking about how 
this machine would eventualy tum into the boss that people ow. ts 
Drimary actions comprise charging up eneray and aftacking with its 
enormous cannon, bt we paid alto attention to its arms ton. The fal 
‘version has an adtional two appendages—shich is one ofthe boss's 
more distinctive features—so we wanted the prototype's arms to be 
‘memorable as well That's why we made the arms a major part of the 
‘Strategy for this bos battle. hope players founditstisying to sabotage 


{he prototype and prevent it rom using some of its nastiest attacks. By 
the way, the pose i sthes when you destroy it legs and knock it down 
isthe same one Proud Clod makes in the orginal version when ft uses 
its beam cannon. We wanted is actual attack animations to look ite 
‘cooler than that, but we coun helpinudng one of ts most memora- 
ie features from the oiginal version somewhere. sure the compte 
version ofthe Pride and Joy wil appear ina future tle someday. In the 
‘meantime, | hope players wil ook tothe prototype's design to ty and 
image what tat might look tke 
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FINAL FANTASY VI REMAKE MATERIAL ULTIMANIA 


FINAL FANTASY Vil REMAKE Original Soundtrack 
~ Special edit version ~ 

(First-Run Limited Edition) 

Deas: Seve CO set wih atonal ors 4ack CO Price $77.77 
Distributor: Square Enox 


Music in Order of Appearance 


‘anumber of he songs, the composers and arranging taf have let beind-the-scenes tbs and comments about the favor pars, 
We encourage you to give each piece stn as you rea along! 


“The “Original Track column ts tees of te songs fem the erga version of FPACr irom other FPVA-related ties. ease note 
that athough "Hollow" and “Whispers Theme” were composed for fe remake, they have been tte inthe “Original Track” column) 
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‘pests bis es, a 
‘the main harp in order to preserve some of the original flavor while stil 
‘keeping the sound fresh. 
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‘almost ikea meteor crashing down was fine-tuned to match the timing ofthe 
ogo's appearance. I remember this was areal sticking point focus, because 
it the boom's timing was even sight of, the effect would be completely 
iferent. We combined a numberof impact sounds, 

‘whooshing sounds to create it, and had to sequence them each to play at 
‘exactly the right moment. 
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‘he third or fourth bar of each repetition. | decided to fil these small its of 
silence with a countermelody that wouldn't interfere wih the main melody. | 
‘really wanted Tif’s thoughtful nature to come across during thase moments. 


‘Tis is the track that played inthe trailer shown at E3 [the world's biggest 
‘video game expo, held in the USA in 2019. twas the world map music inthe 
‘original game, but | decided to work it into the remake asthe track that plays 
Inthe morning in the Sector 7 undercity. This piece mixes both light and dark 
‘elements, which | felt made Ita great fit for that segment ofthe game. The 


in order to evoke the sums" air, we decided to make 
ee a 

In the remake, we tweaked the E-F#-G#~42t'~c3' melody featured in 
this plece and others in a variety of diferent ways. In doing so, | was once 


‘again blown away by Nobuo Uematsu's abilty to write melodies that can 
‘reely shift to express citerent emotions depending onthe context 
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Mitsuto Suzuki 


ey first saw the scene where this piece piays, | thought, "I want to make 

aZ2 arrangement with an electric piano playing the main melody!” My fear, 

was that if | made it too jazzy, it would take on the vibe of that 

| ‘Of bar you tnd in certain neon parts of ton, So | worked on 

‘an arrangement that had a melancholic edge to it, one that would match the 
warmer atmosphere of Seventh Heaven. 

‘Whenever | first decide upon the creative direction for an arrangement, 
| create a demo track with virtual instruments, then record each individual 
instrument. That meant | needed performances for the main electric piano 
‘part, quitar, double bass, drums, percussion, and strings. When you arrange 
‘a track this way, tiny changes in the nuance of the performance can totally 
aller the feeling of the song, so | discussed in detail with the performers what 
| wanted before recording. it was a real team effort. The final version ended 
up being perfect—not overly jazzy, but with a real warmth to it. 

| was really picky about the electric piano sound, so | actually brought 
‘yaa computer, preloaded wih aspect soisyth sofware synthesizer) 
‘sound, to the studio. | then asked the keyboardist to use it during the re- 
cording. A real electric piano has a pretty unique sound to it, but I felt that it 
‘would draw the track too close to “proper” jazz. think in choosing to use this: 
spect softy, we were able to mak the arrangement ust iat 

_This is off topic, | know, but is anyone else interested in what Tifa’s cock- 
{alls taste like? I'd love to try one! 


Mitsuto Suzuki 


“The most important considration when creating this track was to evoke the 
ld feeling of racing on a bke through Midgar. “The Chase” was @ popular 
song inthe original version ofthe game, so to show respect fort, | sampled 
some ofthe chiptune-y sounds and reworked them int this track. 

"Naoki Hai [ofthe band omni sigh; formerly of BOOM BOOM SATELLITES) 
played drums, giving us areal heavy, lve-performance fel. Tsuyoshi Sekito 
played the steady backing guitar On vocals was Yosuke Kakegawa, who also 
id harmonies in “Scaret's Theme” and scat vocals in “Luvury Massage.” 
Last but not least is: on, whose noise guitar sounds lke the how of 
summon. Each performer has their vm part in the piece—1 suppose just 
like each party member in an RPG!—and | hope that feeling comes across. 
There was actually an awkward incident that occured in the making ofthis 
track. We planned forthe song to start and end around Cloud and Jessie's 
conversation when the bike mini-game begins, but the length ofthe segment 
‘was changed halivay through, which caused a litle bit oF stress. There were 
lt of instances tke that throughout development, s0 I'm used tit by now! 


This song plays when Roche first appears, When | iially saw Roche in 
action, | was ike, "Whos this smamy idiot? But a | goto see his amazing 
riding Skil, the way he treats his bike Ike an extension of himself and how 
he adores this vehicle, | couldn't help but grow to like him. When writing 
the track, | wanted to combine quick break beats (.., chopping up drum 
‘Samples and looping and rearranging them) with strings, so| asked Aska 
Strings, headed by Aska Kaneko, for hep in arranging and performing it. The 
aggresive yet excellently timed string portion —which feels right at Home 
‘with the tight rhythm and electronic sounds—became a central component 
forthe structure of the son. think it oes without saying that when Roche's 
voice acting was implemented, his smanminess levels exceeded my first 
Impression, That sad, him healing up Cloud so that they can fight any is. 
4 really nonorable move and makes him an enemy you cant really hat, 
Personally, 'm looking fonvard to any future appearances from him! 


Masashi Hamauzu 


‘The majority of the pieces that | worked on for the remake were heavy 
‘orchestral tracks. When working on anime soundtracks, you often have 
‘to juggle genres ranging from rock and jazz to reggae, country, and more, 
‘though this canbe callenoing, the constant change of pace makes for an 
easier composing experience, in a way. On the other hang, it can get prety 
taxing to work on orchestral track after orchestral track, and it can cause you 
to get tunnel vision, musically speaking. 'm actually not that skilled at writing 
orchestral pieces in the first place—| often need a lot of time to work on them, 
well as a lot of mental energy. Fortunately for me, "Jessie's Theme," with 
its small scope and brisk sound, was ikea breath of rsh a. On guitar was 
‘Takayuki “Kojiro” Sasaki, who also plays some quick, amazing improvisation 
‘parts on “Infinity's End.” His performance not only made me see the guitar in 
‘a whole new light, but added even more depth to the remake's music. 
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‘This is abit of an unconventional track nits structure, going trom orchestral 
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‘One of two cutscenes plays depending on whether or not you manage 
‘move down the cas in me, and the music used in both is based on “Hurry!” 
Each version has a ctterent feel to itso try out both situations if you can. 
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remember there being a lat of trial and error in getting the 
‘sound. | explored a lot of approaches, such as using 


‘original track, and added some weight by supporting it with an electric bass, 
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tempo for each track, | used the average forall three, then made sure all the 
structural elements lke the rythm, phrasing, and accents were cohesive, 
‘That being said, “Madam M” has a diferent beat to it, which intertwine, 
vith a tabla (indian hand drums) fora polyrhythmic effect, making it a really 
interesting track. Coming at these tracks with the aim of finding creative 
solutions made them really satisying to work on. ike to challenge myself 
bby composing in this way again inthe future. 
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en they gave it the okay, was rally happy. This song acts as a companion 
piece to Mitsuto Suzuki's “Collapsed Expressway,” so I hope you enjoy how 
‘these unique songs work together as you play the game. 
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Daiki Ishikawa 


‘wanted the fmage of batting in an underground arena to come 
hrough in ths piece. mean, knew there would be a lotof tracks usedin the 
erground colosseum, so obviously | needed to write one that was packed 
energy And with that in mind, the track reached ts present sta. On the 
hand, there are so many high-energy racks inthe game that this one 

|__sounds almost chilled out in comparison. What do you guys think? {laughs} 


‘wasn't just tha | would get to work on FEV it was the fact that | was tasked 
with wring a track that contained mots from the normal battle music, the 
‘boss batle music, and even the main theme, Essentially | got to put al my 
favorite pieces info one track; it really was my ideal project. And if al that 


Appreciation to Mitsuo as well as everyone ese who gave me this opportu- 
‘iy. Thank you so much! As a final note, ais ike to give 2 shout-out to the 
‘eople | saw on social media who have aiready figured out pretty much every 
‘rack | dew on to writ this piece—you're all amazing. 


Tobe honest, felt lotof pressure while working on this plece—the “Victory 
Fanfare” melody shows up i practically every Final Fantasy game! On top of 
that, the version in Feels abt ctlerent than the more purely celebratory 
renditions that appear in FF to FFVL To me, the one in FFVIhas a sense of 
‘ostagiaand lightness that wasi’t sure how bes o integrate into a modem 
piece. The chord progression is also prety complicated, so| thought long and 
hard about what notes to put into create nice-sounding harmonies. The main 
{wo things | focused on when working on it were honoring the riginl track 
_and ensuring the arrangement sounds grand, considering i's supposed tobe 
«fanfare. This version can only be heard inthe bate arena, 50 I hope you 
enjoy both the battles and the music alice! 
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Sound Staff Comments 
Naoyuki Honzawa- Yasunori Nishiki 
i) jinally told to keep this piece to under two minutes, but it ended up Tome, all the music of FFVIlis wreathed in a slightly dark aura. For example, 
Enid oes Br arsine va cer een ie toe it a tae | feel that the battle music leans more closely to a metancholic vibe and 
‘ranged the track while watching the latest CG visuals that had been rendered ‘doesn’t have that characteristic heroism of the other Fina/ Fantasy games. 
for the scene, and | was very happy to see Aerith and Tifa come to life so So when | was asked to work on this new battle track, | decided to include 
‘beautifully. |hope this track really pumps up the energy of that fight scene. ‘more somber elements. Another thing | wanted to focus on was keeping the 
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Sound Staff Comments 

‘Masashi Hamauzu Shotaro Shima 
wrote this | in tine with the visuals, which had already been completed. This track was written in the final stages of game development. It's meant 
“Tracks like: ‘naturally stick very closely to what's happening on-screen, ‘to represent the party's desire to save Aerith, and | took inspiration from the 
‘80 | tend to grow | ‘them and feet a of satistac- ‘sprawling view of a destroyed Sector 7, lit by the sunset. But 
tion when they're done. I've actually worked on a jot of other tracks this way, time to put what I'd composed together with the visuals, it just didn't fit, 80 | 
including the one of the Chocobo's | games and ‘decided to rewrite 
‘the long ending scene | | Returns: Final Fantasy X0H. | have to say, _AS | was redoing the track, | tried to keep Nobuo Uematsu's soundworld in 
when you're given a. Soest een tee melody that 


Masashi Hamauzu 
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Masashi Hamauzu 
‘This track orginally goes with a cinematic and is timed to match the shit to later on, so we recorded a variation ofthe Apart at 72 BPM, meaning that in the 
‘regular gameplay partway through. If you listen closely, youl noice thatthe A end the structure goes A B— C—> A2—> B— C—~ A2 — etc. Anumber of 
part from the beginning to around 55 seconds inhas.@ BPM of 64 before sing to other issues arose from thi, lke what todo wih the solo trumpet that lays over 
72 when the solo von comesin curing the Band C pars When fstcreatedthe the tempo change inthe transton fromthe part tothe B part. But explaining 
ong, thought the slower tempo matched the cutscene, butit wound up feeling all ofthat would take up far too much page space, so let me jst say...a lot of 
‘bit slugosh during controlable gameplay 0 | decided to increase it ever so workarounds were necessary! 

slightly. However, his caused an issue when the track loos back tothe A part 


Keiki Kobayashi 


tm Keik Kobayashi composer. hope you enjoyed istening 
kyr.” I want to take tis moment to say that there's something 
ory ust Tne ny goes don wasp esi when 
: iat es tee ns een staggered 
balled by its peers. Now you understand how cute 


ack te ope Sand ck ate setng ann ne 
J. ‘sun 
‘ofthe battle really says everything. Cloud, Barret, and Tifa ae all, 


est to gt to Aen as fast as they can, yet a powerful foe appears 
their way. As the bat ages on, their heats, bound together by their 
‘shared goal, burn bight ike the evening sun. Ihope that you can sense n tis 
‘rack their fervent desire to keep pressing on, 


‘This track was created fr a new scene in the entrance ofthe Shinra Bulking 
Where Tifa makes use of her impressive upper-body strength to grab the 
‘eycard forthe party. { wanted this track tobe really good, since it would be 
playing inthe beauttl Shinra Buiting during the moment where the equally 

gets to shine. However, think lt my enthusiasm get the Deter 
‘of me—thad to eit the frst version | submited, because Fd made the beat 
a itle overpowering... When | was wring the track, | had Tifa hanging from 
the overhead ralings up on my screen the whole time, so tink anyone who 
walked by my desk thought Iwas @ complete weirdo. At any rate, | realy 
wanted Tifa's beautul and cool qualities as well asthe overall vibe of the 
‘Shinra Building to come across. I you have time, bootup the game now and 
doa few laps onthe overhead railings as Tita, okay? 


Yasunori Nishiki 


‘This isthe track that plays during the tour of Shinra’s different divisions, The 
‘move shown in the Visual Entertainment Hall describes the history ofthe 
‘Ancients (0:25 onward in the soundtrack version, and | wanted to create a 
‘musical ink to them as well s0 I made use ofthe chord progression from 
“Aesith's Them.” Sorry forgetting abit technical, but think that progression 
atthe beginning of “Aerth’s Theme” is symbolic of Aenth as a character. 


Building (1:47 onward in the soundtrack version), | quoted a section ofthe 
‘Shinra theme. 
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finished work on “The Arbuster,” our music supervisor Kei Kawa 
_ mori sent over a document listing which pieces to do next, and this was one 
‘af them. | actually had the opportunity to perform “J-E-N-O-V-A (FEV AC 
\ersion)* ata collaboration event with Tsuyoshi Seto, making “J-E-N-O- 
‘VA really important pecs of musi forme. 

‘When frst started working on tis song, | decided to make the part that 
plays during pase one ofthe battle faithtul to the original track, just ike | 
lid when working on “The Arbustec” | wondered how best to bring to life 
‘the famous opening, and decided to pay homage to "-E-N-O-V-A (FFV AC 
Version) by including guitar phrases fom that track. | felt the ret of the 
arrangement went pretty smoothly after that. Howeeer, when | sent over the 
‘demo version ofthe song, Kawamori got back to me saying that he wanted 
phases one and two to bea at heavier, so that there would bea smoother 
{ranston rom the cutscene tat plays ight before te neve begin. I's rue 
‘that there are some pretty intense happenings right before tis track kicks 
in—rom President Shinra deat to Bart sustaining a heavy wound, to 
‘the appearance of Jenova Dreamiveaver—which the intro fom the orginal 
track wouldn't realy ft. 

decided to instead take the opposite approach that did with “Tha Arbus- 
ter" and have the tack gradual get closer to the riginal version with each 
phase. Aso, whereas "The Auster’ was alin one unified tempo, | thought 
itwould be interesting to change up this piece's tempo and instrumentation 
ait develos. | wrote the rack n vaguely this order the cutscane up uni 
Jenova Dreamweaver appears — phase tree (ithtul to the origina) —> 
‘outro ater the battle) ~ phase two — phase one. The music in phase one is 
sow and heavy. Then, during phase two, the tempo increases sight while 
‘maintaining tat rich orchestra sound. wanted te listener ob ike, "Hii, 
this arrangement dosen't really sound lke “-E-N-O-V-A™." And then, 
when we get o phase three, | suddenly bring inthe ito ofthe orginal tack 
via feithul arrangement that uses synthesizers andthe four-to-he-oor 
bass crum from the original before ringing it together when the orchestra 
and guitar come in. 

‘Asan asda, when | checked the BPM ofthe original track, although twas 
‘mostly sett 178, noticed that nee are one or two places where afew tars 
areata slightly higher BPM. Ths isa technique used in pieces where there 
ae alot of ong notes, nd decided fo recreate hose tempo changes inthis 
arrangement. 

In both “The Aibuster” and “J-E-N-0-V-A—Quickening.” the changes 
In the music are very clear since they happen with each phase, but | also 
included elements to show ofthe interactive music present inthe game. | 
hope you keep an er out for these subtle diferences too 


‘This was one a the songs that plays during a chain of coo! battles near the 
‘game's climax, so | worked hard to make sure it wasn't overshadowed by 
the other tracks, | had decided to mix the Shinra theme together with the 
‘emblematic boss batle theme "Fight On!” straightaway, but when itcame to 
arranging, | wanted to try and bring out Rutus's character in the music. This 
{is all completely my own headcanon, but | envision Rufus as a boy who was 
‘ised without ove and whose only friend was his dog, Darkstar. That neglect 
‘is whatled to him become the cold, callous person hein the game, With this 
‘inmind, | decided nat to include any instruments that | thought conveyed too 
‘much emotion, ike the electric guitar Another aspect of his tat I considered 
{ thatno matter how intense the battle gets, Rutus'shairremains as perfect 
ever In order to represent this calm, cool, and colected side of him, | 
‘decided to Keep the persistently repeating eighth notes even as the track 
‘heals up in laces ike in 1:31 onward. 

Rufus has a razor-sharp mind and moves with mechanical precision, so 
| was pretty particular about the ythm staying tight during recording. This 
‘Song is as cifcult to play asthe bate is dificult o win, butl'm really proud 
ofthe final product. twas an honor to assist with Rutus'SHD olow-up—| only 
hope Id him justice. 


Yoshitaka Suzuki 


| assumed that the original version of “Fight On!" would get a bunch of 
arrangements inthe emake, so | decided to make a version with a heavy 
‘orchestral focus, Uforunatsy | found that maintaining the energy ofthe 
‘mignl was prety ough, so changed some ofthe ythmsin the frst ha to 
tilts, and upped the tmp inthe second hal while changing the rhythm 
to an eightnote beat Toward the end ofthe bate, the party ism prety 
lice straits, with wal offre surounding them on al ides.’ such an apc 
‘moment that | almost picked up my qutar and started wailing on it, but 
‘emembered my decison to keep itorchestra-focused, so fought he urge 

| was in highschool wien the eriginal version of FFT came out, and | 
remember recording te soundrack trety from the game onto a cassette 
tape so that coud lea to play the pieces by ear. Thats where my interest 
in vdeo game music began, so t's an increcbly honor to have been able to 
work on FEV Remake. Mister Uemats, | just want you to know, | tl have 
lotto eam from youl 
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‘enemies was also increased, further boosting the scale ofthe scene. To match ths, we created the lessons I'd learned for this one. | included modulations, 
‘a medley over ten minutes long that contains bits from “The Chase,” “Bombing Mission," “Let which fd been avoiding, as well as rhythm changes and 
the Batles Begin!” and “ight On!” ‘accelerandos. So even though the final rack is pretty long, 

‘The thing focused on most during production was maintaining that sense of propulsion and ‘managed to keep the number of components relatively 
‘peed. | believe the rhythm section isthe most important element in creating excitement for Jow. Ths piece is the fruit of my efforts to find a balance 
‘an intense scene lke this, so | stated by coming up withthe coolest beat | could without any ‘between writing music in my usual way and crafting pieces 


‘notes. “The Chase” in FFVI has @ BPM of 190, making it a prety fast track, and that meant | that can effectively flow into each other. 

had to keep the same BPM forthe segments that come later in the medley or they would start ‘That said, when inspiration hits while I'm writing, | 
to feel sluggish. | also needed to keep in mind where the transitions between each segment {dont really focus on any specific rules, instead just going 
‘might fll, depending onthe situation. in the beginning, honesty wondered just how long this wherever the piece takes me. With this song, for example, 
{rack would take to finish Fortunately, when | actually began working on it, was so pulled in ‘seeing the concept art forthe scene gave mea sense of the 
by the powerful visuals that | kept coming up with ideas for how | could make it sound realy ‘grandeur and the madness ofthe battle, so | felt ike the 


‘00 and intense. | ended up finishing the whole arrangement in just a few fun-filled days. | ‘music ought to support the players in ther struggle, which 
as al pul the pal te metal and et rough te back peed, 0 Fe got at ed me tothe tempo shits | chase. 
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Kenichiro Fukui 


| fit ratings rent ep 
| “Angel” that Nobuo Uematsu wrote the song's phrases completely out of 

‘order and only later assembed them in a way that felt right. When | worked 

‘on my arrangement, | decided to disassemble the song and then reconstruct 

‘again guess it really is “rebirth in that sense 

‘The structure ofthe battle with Sephiroth goes: pre-batle cutscene (‘Tm 
wailing, Cloud”) ~ battle (“One-Winged Angel—Rebirth") — postbatte 

‘Cutscene. in addition to this, I was told that the batt ise was in four parts, 

‘meaning | had to cover sx cifferent scenes in this one track. Fst, the moti 

‘rom “Those Chosen by the Planet” pays inthe cutscene where Sephiroth 

‘appears. Then, ashe descends before Cloud, phase one ofthe battle begins. 

| wanted to emphasize the fact thatthe Date wit Sephiroth Nad begun, so 

‘sed the iconic trumpet phrases trom the beginning ofthe orignal track, and 

they, to, became emblematic ofthe intro of “One-Winged Anget—Rebirh.” 

fs flowed in phases one and two by some restructured phrases from 

‘the original rack. However, since the ight doesnt ty begin unl you get 
your fll partyin phase tee, | wanted to create a new starting point there, 
‘musically speaking. This s precisely wy Ireraned from using the impactful 
‘tmpani phrases as well as the choral cry of “Sephiroth” untl phase twee. 

In rearranging this pece, | struggled with choosing the right tempo. is 
very common forthe music in moder 30 games to have a high temp, and 
‘many ofthe original game's tracks that received new arrangements were 
‘also sped up a bit inthe remake, | did the same here o a degree, but made 
‘Sure not to ruin the track's overall tone, However, had kept the tempo at 
135 BPM atthe start of phase three, then the impact ofthe timpant phrases 
‘Would be lost somewhat, so I decided to drop the tempo to 128 BPM at that 
‘point before gradualy raising it back up to 132 BPM. In phase fur, inorder 
to match what's occurring on-screen—where there's countdown untl a 
‘meteor colides withthe party upped the tempo to 140 BPM and added 
‘of-beat string hits to increase the sense of urgency. The "Whispers' Theme” 
‘mot appears later on, and | sandwiched it between phrases from “Let the 
Battles Begin! and “Fight On! to make fll How together. | honesty don’t 
think many people even notice the “ight On!" mott | chase, soi retrospect 
‘regret not making ita bit more obvious! ug} 

‘When the party beats Sephiroth, the game seamlessly transitions into the 
‘next cutscene (9:21 onward in the Soundtrack version}, Arith’ line "We can 
‘change it—make I right!” reinforces the fact that this isa positive scene, 
‘and so | decided to use the phrase from the original rack that felt sounded 
the most optimistic, Right at the end of the cutscene, where Cloud brings 
his down his sword on Sephiroth the chor yells out “Sephiroth!” And thus 
the long bate draws to a close’. timing of that moment was really 
Important o me, and wanted to make sure twas exact right 


Hello, everyone. My name's Keniciro Fukui and was in charge of arranging 
“Hollow.” I worked onthe music in Fnal Fantasy Vii Advent Chien, 50m 
really happy that | could come back to do some music for the remake too. 

| was in charge of the arrangement of this track, which was used 3 
the game's ending theme. AS always, | consulted Nobuo Uematsu for his 
thoughts on what drection the piece shoul tke and what he had envisioned 
when composing the original. | was honestly shocked at how challenging 
and Gear his vsion for the song was, Whenever I've asked him about this 
Sort of thing before, he's always given really vague advice like, “Just make 
itsound cool... 

‘But not tis time! “Try to make it sound folk rock-y,” and "Go for C1 ith 
chords since they give a feeling of unease and lightness,” and “Throw in 
‘some poignant stings.” These were ust afew ofthe more concrete requests 
‘Uematsu had for my arrangement; he aso told me what instruments I should 
use for which sections, and informed me that one particular part ofthe track 
should have “seventy-percent intensity.” Using his ideas, | create a demo 
track on my computer usin virtual instruments (and some tial and eon). We 
then finshed up by recording al the parts had written with ea instruments. 

‘The story's culmination in the final scene, Kazushige Nojima’ Iycs, and 
Yosh’s amazing vocals all come together to create this moment that i fll 
of sortow and strength. | realy fel ike It's the pertect ending theme forthe 
‘game. f you listen closely to the vocals, 'm sure il make the finale that 
‘much more emotional 


‘Sachiko Miyano 


Hello, my name is Sachiko Miyano, and|was in charge ofthe music that plays 
during the game credits. My arrangement of this piece came from a desire 
to recreate “Aeth’s Theme” and “Main Theme of Final Fantasy Vi"—which 
were both orginally played using synthesized instruments in 1987—with & 
ful ive orchestra. 

| prepared a guide track with fluctuations in tempo, so the music wouldn't 
‘ound too mechanical, and recorded ofthat. think tis track isa relly great 
‘example of what's so amazing about live orchestras. The credits themselves 
are almost like a short movie, so hope you enjoy watching them while 
listening to this piece 
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‘The tracks that you can listen to using the in-game jukebox are 
pieces from the original game that we rearranged into different 
‘music genres. By the time | had been offically given ths job, the 
planning team had already selected which songs they wanted 
arranged into which genres. When | listened tothe original tracks 
While thinking about the requested changes—Ike turning “Barret's 
Theme” into blues, fr example—the pieces took on a completely 
‘New meaning for me. was rally impressed with how apt the pla 
ning team's choices were. “Baret's Theme" in particular sounds 
0 good as a blues piece that it's almost as if Nobuo Uematsu 


Lurking in the Darkness 
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‘Yoichi Teuchiya 


had worked backwards, aking an originally blues-stye track and 
axranging it into something citerent 
[Tm not the biggest expert on the genre, but used to love listen 

ing to Unplugged (a popular series from the eary ‘90s where rock 
musicians would perform acoustic versions of their songs) back in 
the day. Remembering that gave me the iea of fusing this track 
with astye of blues! used to like. in that respect, the end product 
Fetlects my tastes to some degree. |am extemely grateful to the 
musicians and engineers who made this possible. | would ais ike 
to thank everyone involved for grag me thes opportunity 


Tifa's Theme 
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The piece | had the mast fun arranging has to be “Let the Battles Be- 
in! was requested to changeit into an oldies song (an umbrella term 
for popular music in the United States and Europe roughiy spanning 
the 1950s to 1960s) with the saxophone leading the melody. The 
sound and arrangement of his genre of music can vary prety widely 
‘depending on when it was produced, so | started by narrowing down 
the direction | would go in, At fist, | was thinking of making a mainly 
brass arrangement to accompany the saxophone melody. Then | had 
thoughts ike, “Adding alte piano here would really give it that oles 
vibe!” and "I should just pay the sax myself! | had 2 ton of fun ideas 
like these as | went about my work, but by the time I was nearly done 
with the arrangement, | stil fet like something was missing. That's 
‘hen I decided to throw in some doo-wop (a chorus with a distinct 2 
Cappel sound) and added the vocals myselt 
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Masanori Akita 


Since the final mixing (the process of adjusting the volume and 
sound in each part ofthe music) can drastically change the fel of a 
‘rack, I fist tied to give this one the same Sound quality as a'S0s song 
bby making it monaural (where the sound is mixed down to seem as if 
it'sina single audio channel) and layering on some surtace noise in the 
background. However, felt that by doing so, there would be too much 
of @ disconnect when compared to the other tracks on the disc, $0 1 
‘made the sound quay sighty clearer and added alte dimension to 
the instruments to give it more of atypical stereo sound. That basically 
‘Sums up my entire process for creating the oldies version of "Let the 
Battles Begin!” | encourage you alto listen to ton the jukebox! 
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Staff Comment 


| was asked to give this track a more soothing and relaxing 
vibe, so | wanted to make it into the type of music that 
You'd enjoy listening to before going to bed. | checked out 
8 variety of songs in the ambient and new-age genres, and 
searched what frequencies sound most pleasant to the 
human ear. Though every time I needed to play back what | 
Was making, | always got super drowsy! 

‘The acoustic guitar playing atthe beginning ofthe orgi- 
nal song was a ive performance, and every sound unt the 
very end ofthe decrescendo {when the music gradually gets 
softer and fades ouf] was played with so much care, the 
effect is absolutely perect. It takes you into a dream world 
and flows into the arrangement for “The Prelude.” 

‘About midway into producing the track, | found myself 
‘wanting to addin some environmental sounds. That's when 
| knew | ad to express the idea of te lifestream! | env 
sioned the source and flow ofthe festream to be similar 
to those of water or magma, which inspired me indude 
‘some bubbling sounds. | asked one ofthe in-house sound 
‘designers for tps on how to record the sound of bubbles: 
they told me to pour some water on a plate and use a straw 
to blow through it, and that | could even mixin alte po 
tato starch with the water if | wanted to produce a thicker 
sound, Achieving the right sound was unexpectedly cific 
| wanted the noise to be steady and consistent, but instead 
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Sakiko Sakura 


‘ofthe light “loop” | was looking for, | kept getting a heavy 
“blorp.” I didn't sound beautiful or gentle at all. To make 
matters worse, the potato starch | used didn’t mix into the 
‘water well, soit kept getting stuck inside the straw. I even 
‘ended up choking at one point! Uttimately, | combined two 
‘audio files of bubble sounds and fine-tuned the result to 
‘create a sense of realism. 

{also added in the sound of bes. | originally wanted to 
use ingsha (cymbals used by Tbetan Budchists) but wasn't 
‘able to find any in ime, so | went witha regular hand bell, 
which ended up being the perfect match. The particular 
bell | used was one I'd received from a German friend as 
a Christmas gift. 'd always wanted to use it for something, 
‘ince it produces a beautitul sound. | think the interplay 
between the bubble and bell sounds comes across more 
<eatty in the soundtrack version of the song, so | hope that 
you take the time to listen to it and wind down betore you 
‘rift off to sleep. 

Back when | was cosplaying as Tifa and listening to “Let 
the Battles Begin!” out of sheer love for FFVI, I never would 
have dreamed that my work would one day appear in that 
very same game. Im forever grateful to have been given 
such a wonderful opportunity. | lso put my heart and soul 
into arranging “Tango of Tears,” so please check that out 
aswell 


© Main theme of Final Fantasy vit 


‘ranger po Nakagawa 


Campo Nebo erates Arange Hy 


/ 


sarent@ SOUNDTRACK 


Staff Comment 


‘As a. member of INSPION Tawan fa music and sound production com 
‘pany, | was immensely excited to work on an arrangement for the AAA 
tile FEV Remake | arranged “Electric de Chocobo” based on the surf 
ock genre and aimed to evoke nostalgia for the orginal game while 
‘adding a new flavor to the track 

‘Thebit from the intro up through te fist verse retains a at of elements 
{rom the original version, while the addition ofa saxophone melody to the 
‘second verse makes the overall fone even more light-hearted. |aiso de- 
‘cided to add Some wah-wah elect to the guitar solo (by altering the gui- 
tar's tone though an effects pedal inthe middle of the song. My favorite 


© Beectric de Chocobo 


‘composer Nob erat Arange ya 
(D;FPVIROST Bont se (rack 8) 


© cait sitn’s theme 


Compo Noo VematyArange: Eo Naagaea 
(0, Saar a Jaz -FPV- ac 8) 


Compose: Nobu eats Arango: ae Thy 
(0: FFVAR OST Bone Dee rack 21) 


© costa det sot 


Camper Nea Uemates Aranger Masri 
(0: FRME OST Bor On (ack 8) 


© cosmo canyon 
Consors Araya a atagaee 
Co Sere nt FE 9 


© tango of Tears 


Campeser Neb Uemats Arange Sotho Sakrag, 
OFM OST Bi ie (rack 9 


Hydra Tsai 


art comes aftr the solo though, when the saxophone’s rich-sounding 
lssando (a technique that smoothly raises and lowers the pitch) and 
shake (a technique that vibrates the sound) join with the guitar's ris 
and the drums, 

| tied to incorporate hallmark aspects of surf rock—tke the modern, 
progressive timbre of the drums—into my arrangement of “Bectric de 
Chocobo,” one of FFVI'S most well-known tracks. Nothing would make 
‘me happier than having fans choose this as one of ther favorite chocobo 
theme renditions! 


© oid saucer 


CFE OST Bos Die (ack 7) 


© escendent of Shinobi 


FB OST Bos ie Cak 8 


(b- FAR OST Bons De rack 14) 


Campo Nobo erty Aang Yuet Tuc 


camgoer Nao erat, Arange Mi Futo 


© Let the Battles Begin! -REMAKE- 


Composar Ncbuo Uematsu ranger: Nauki Mona 
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© Hip Hop de Chocobo 


Compose: Neo Vemats_Ararger Taam bmamara 
(0; FROST Bonus De (rack 2 


Staff Comment 
Takatumi Imamura 


Before | tak about my arrangement of ths track, 4 keto briefly touch on 
‘my relationship with Fina Fantasy i. When | was kid, | secret played my 
‘older brother's copy of the game and named Cloud “Ark.” think mi final 
party consisted of Cid, Red Xi, and Ark (Cloud). No matter how hard ied, 
{just couldn't obtain the Huge Materia on my own, and | ended up needing 
‘my brother's help. if you'd told me back then that | would one day work on 
‘FEV Remake as a composer, | wouldn't have believed you. It's an incredible 
honor, but atthe same time it fets almost unreal. 

Getting back on topic, during development | was asked if | could re- 
arrange the Chocobo Theme info a hip-hop track, to which I responded, 
"Absolutely!" and immediately dove into working on the track. | was $0 
‘sure of myselt, but it actually ended up being the hardest jb Ive had to 
date! (laughs) 

‘The first version | created sounded a lot more elated compared to the 
final one, but since it wasn’t quite what the team was looking fr, | quickly 
started revising it One ofthe requests | recetved was to get chocobos to 
‘ap. Hip-hop requires singing and rhyming rapidly on top of an intricate 
beat; | wasn't sure if chocobos would be able to do that, since all they say 
is "kweh,” which was a pretty major hurdle. | was strugging to decide how 
to take on this challenge, but al ofthat brainstorming wasn't getting me 
anywhere. eventually decided that it'd be impossibie to actualy get choco- 
bs to rap, 0 ended up going with “a chocobo doing its very best o rap in 
rhythm witha hip-hop backing track,” which le tothe fnished product. 6 
lke fr you all to envision a chocobo rapping a an outdoor club inthe Sector 
7 undercity when you listen to this, 


Composers: tate Suns & zon Toki rangers: ous Sun & Nao Maw 
yee: Metoma Teryama Taito Ben Sabi, oh Cow 
©D: FPR OST Bons De lacks 48 23) 


Stalf Comment 
Nozomi Toki 


When Mitsuo Suzuki approached me with the demo he made, | thought 
‘that it was explosively catchy and totally uniike any of the other songs in 
game. came up with the melody by looking at Stamp’s cute design while 
‘trying to imagine an uplifting fight song that people of all ages could enjoy. 

‘twas especially challenging for us to ensure the English version retained 
‘not only the original melody but also the intent of the Japanese lyrics. | 
Delieve that we were able to successtully achieve this goal by testing out 
itlerent phrasing with the localization team. 

‘The “bow wow wows” at the beginning are supposed to sound like & 
‘bunch of Stamps barking, and if you listen closely, one of them sounds 
very determined, wile another one i it more play. hink its fun to 
listen for the differences in their personalities. Mitsuto Suzuki and Naoyuki 
Honzawa ended up ceaing a catchy sound and arrangement that get 
in your head and never leave. Barrel, as much as you hate Shin's dogs, 
please show ati lve fr Stamp! [aughs] 


The Midgar Blues 
Cangoser Mave Sui Aranger Mo Suz remaons Veo: Tepes Se te Sua 


Lyre Motomu Teyana Tani: Ben Sab Jeba 
CO: FROST Ba ie (racks 5. 


Tsukasa Mogamigawa 


There is no greater privilege for me, as a musician, than to have worked on a song for the Final 
Fantasy series. ve known the series’ stories and music since | was a kid, and | was so enraptured 
by them that I even bought the soundtracks. As you can imagine, | was over the moon to have 
‘been given this opportunity. When | fis listened to this track and realized that it was old-school 
‘enka, a genre that | adore, knew that'd be a good mach for it. practiced my heart out at home, 
‘and when it came time to record the track, Mitsuto Suzuki gave me wonderful advice. | sang with 
‘everything | had, and 'd ike to believe that those efforts are reflected in the final product. | also 
‘ot to speak some dialogue lines as the singer in-game. That was the first time I'd ever done 
voice-acting work, so | may sound a lite rough around the edges! laughs] When | recorded the 
lines, it stil wasnt confirmed whether they'd actually be used or not, sol was pleasantly surprised 
‘when | discovered that they had in fact been included in the game. 

These days, artists have to focus on so much more than just singing for a live audience: they 
have to perform on TV, radi, and in recent years, internet streaming services. | think that being 
able to perform in the imaginary world of video games has created even more new opportunities 
for performers around the world. In regards to tis track, it felt innovative and unusual to hear 
enka ina Final Fantasy game, and it made me realize just how diverse and ich these games have 
become. 

{am grateul rom the bottom of my heart to have been blessed with such an amazing opportu 
rity, and | plan on continuing to love and sing enka. | would like to thank Mc Suzuki and everyone 
‘at Square Enix forall of their help, and also allot you for listening tothe song we've created. 
‘hope Il beable to perorm another song forthe games inthe future! love “The Midgar Blues”! 


saree SOUNDTRACK 


Ww 
D stand up 

Camnosers Meso Suzi 8 Nazom To 

‘ranger Miata Suna 


lyr: Moto Teryana Taner: Be Sabin Jt Cow 
FPWR OST D4 (ack 2) 


Sun & Nor Te 
tayo eka & tat Sun 6 Ayu Maa 
Motor ayaa Wart Ben Sai, oh Cow 
FRU OST D6 ack 1 


4 


FINAL FAAS VEY 


‘Square Enix Jazz -Final Fantasy Vil 


‘eae Date: aan 72,2020 
Ostet Squve Ena 


A collection of jazz arrangements of twelve classic 
‘songs from Final Fantasy Vi, eaturing authentic jazz 
arrangements by trombonist Ejiro Nakagawa and 
bassist Ryu Kawamura, performed alongside a crew 
of talented professionals 
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MATERIAL ‘EX’ 


VOICE ACTOR Q&A 


FINAL FANTASY Vil REMAKE MATERIAL ULTIMANIA 


Takahiro 
Sakurai 


BHSE 


Character: Cloud 


7 


(Q What did you think when you first heard about the decision to 
remake Final Fantasy VII? 


A | fist neard about the idea of a remake in 2005. | was in Venice fora screen 
ing of Final Fantasy Vi: Advent Coden atthe Venice Fm Festival, and | was 
having dinner with Tetsuya Nomura and some others when the topic came up. 
remember everyone agreeing that a remake was something we'd al love to do 
‘someday, co you can imagine my excitement when lleamed that it was finally 
going to happen, Itwas ke being a kid again, 


Q How did you feel when you learned that the remake's storyline 
would differ somewhat from previous titles, ike the original 
game and Crisis Core: Final Fantasy VII? 


‘A Honesty, was surprised, It was only after 'd done several recording sessions 
and started fo understand what the differences would be that I realized this 
‘wasn’t just about recreating the game using today’s technology; it was about 
actualy reimagining the word of the game tsetf from the ground up to create 
something totally new. remember getting goosebumps when I finally realized 
What “remake” trly meant for FFVIL 


Q How did you approach playing Cloud in this version of FFVII? 


‘A. Almost al the titles in the Final Fantasy series are developed under the guid 
‘ance and direction of Tetsuya Nomura [Director] and Yoj Shimizu (Voice Direc- 
tor). So my thinking when | was preparing for recording tis time was the same 
as alway: “Understand the basic story first, then figure the rest out during the 
Sessions by relying on the crew's support.” Clouds characteris the product of 
0 many people's hard work and creativity tht I really wanted to make sure | 
was conveying how they envisioned im, 


Q The developers have suggested they wanted to show off a less. 
cool side to Cloud in this game. Is that something you kept in 
mind? 


‘A Even when the original, unvoiced FAV was released all the way back in 1997, 1 
remember thinking that Cioud started the game as a cocky young ki. ugh} 
In the remake, the citference is that you get to see some of his insecurities. 
Its up to the players whether they think that makes Cloud “uncool” or not, but 
| hope people fee it's ust part of what makes him human. Even a fame Cioud 
‘makes fora character with some interesting dept. 


Qin the remake, the characters of Biggs, Wedge, and Jessie are 
‘more fully realized than ever before, and we get to hear their 
voices for the first time too. What do you think of the trio? 


‘A Those three are a key part ofthe story. As someone who played the original 
version of FFVM when itwas frst released, fe! the significance of those char- 
acters is brought forth inthe remake. The three of them really stand out, not 
just in terms oftheir visuals, but their personales, too, nd they've become 
instant favorites. Pus, from Cioud’s perspective, he grows to have this deep 
attachment to them. 


Q There are several scenes in the game where Cloud finds him- 
self haunted by Sephiroth. Is there one that stands out as your 
favorite? 


A Allot the scenes with Sephiroth are amazing, but it had ta choose one, its got 
to be the final scene. rly did nat expect that. | hink players who are familar 
with the original version will be very surprised. My eyes went wide when | saw 
‘his whole new FFVIpiaying out in front of me there anew future ahead, o..? 


sarer4i@ VOICE ACTOR Q&A 


"au SY ROAKE TEU TAA 


‘Q What was going through your mind when you recorded the 
scene where Cloud talks to either Aerith, Tifa, or Barret in the 
flower garden the night before going to rescue Aerith from the 
Shinra Building? 


A The way the game branches off nto those diferent conversations is so intarest= 
ing, isn'tit?Idon’tremember exactly how felt during the recording, but was on 
mm guard around Barret. Masahiro Kobayash’s Bares 30 far beyond anything 
Lcouldhave ever anticipated. Tere were times when 4 getso caught up in how 
‘un and dynamic his performances are that I'd start slipping out of character 

think only Masahiro could possess that level of destructive power. Like Nav- 
ing Barret hum the victory fanfare—what alow blow. laughs] 


Q What kind of direction were you given for Cloud's quick retort 
(‘Nailed it, I know. Thank you. Moving on.") when Tifa realizes 
it's him dressed as a woman? 


A | was tld that Cloud defintely came up with the line in advance. (lauahs} He 
‘knew the situation would inewtably happen at some point, so he had the retort 
in his back pocket, ready to go. t's him lashing out from a combination of em- 
barrassment, frustration, and the mixed feelings he has from Tifa seeing im in 
that state 


Q Clouc's reaction to receiving a hand massage at the massage 
parlor is quite different from what we would expect to see from 
him, Was there anything you paid particular attention to when 
recording the scene? 

A remember was given he chance to tryout a at of ciferent reactions for that 
Scene. We recorded several versions, but had no idea which one they'd end up 
using. guess Madam M realy ius that talented... laughs] 


Which one of Cloud's lines in the game left the greatest impres- 
9% greatest impr 
sion on you? 


A “Notinterested." That's got tobe it, 


Q Was there any particular line or scene you really wanted to per- 
form from the original game? 


‘A That would aio be "Not interested.” Other than that, like the kind of awkward 
‘comments Cloud makes, especially when he's talking to Tifa. And the scenes 
where the Avalanche members poke fun at Cloud are really entertaining 


Do you have any memories that you can share from the record- 
ing process? 


‘A Being able to watch the unfinished video while | was recording was really ex- 
siting. | remember | was internally pretty much bouncing off the walls. But of 
course I didn’t want to embarrass myéelt infront ofthe whole crew, 0 tried to 
play it cool 


Q After being involved with the making of this game, has your im- 
pression of Cloud changed? 


‘A Ithasa’t If anything, being thrust nto such a grand scenario has deepened my 
understanding of Cloud's character. | took in the new information | gained about 
him and then worked! on updating my approach tothe character somewhat, 


Q What do you think is the appeal of Cloud as a character? 


A Its definitely how coo! heist He's even more charming inthe remake. think 
i's because you get to see a bit more of his human side this time, which didn’t 
necessarily come out so much in previous games. 


Q Can you tell us about your feelings and expectations for future 
installments? 


‘A Finin, anytime! go record stu sight now! | mean, is Kind of scary because 
{can't even imagine what's going to happen next, ut I til really want to find 
out! An, personally speaking, | can't wait to play the next game! Im super 
ected to get tothe Gold Saucer. 'm on the edge of my seat! 


Q Do you have a message for fans of FFVII? 


A Its an incredible experience getting to be a voice actor in such a legendary se- 
Ties, butit's even more incredible being a fan. Just ke everyone else, I've been 
‘waiting so long fr this moment. Now we've just got fo wat for the next release. 
Let's get all excited forthe fun that’s to come! 


Maaya 
Sakamoto 


RAR 


Character: Aerith 


(Q What did you think when you first heard about the decision to 
remake Final Fantasy VII? 


‘A | was so happy, but | was simultaneously alo feeling some pressure. | knew 
that the orginal game was stil very close to many people's hears, and that 
having the characters be voiced in the remake might seem strange to them. 


Q How did you feel when you learned that the remake's storyline 
would differ somewhat from previous titles, like the original 
game and Crisis Core: Final Fantasy VII? 


‘A Seeing the mix of new elements wih respectuly preserved nostalgic elements 
helped me appreciate the idea of a remake much more deeply. By the way, | 
know this game would be a departure in some respect from the orignal, but | 
dnt realize thatthe changes would also extend tothe Crisis Core: FFVI con 
tent... you can tell, | only know part of the story, so | have no idea how i's 
{going to unfold inthe future. 


Q How did you approach playing Aerith in this version of FFVII2 


‘A Aesiti's mannerisms and actions can bea lite off-putting to me as someone 
of the same sex, but | also fee like they'e a big part of er charm. So | tried 
to walk the very fine line between annoying and cute, and hopefully somehow 
fanded on what | guess we could call “annoyingly cule.” also tried not to lose 
that sense of elegance that she brings to every situation 


Q How would you say the Aerith we see in the remake differs from 
the Aerith we've seen in previous games? 


‘A {think that now, more than ever before, many of her lines convey her truly 
innocent nature. There are also more playful scenes for her tis time, and those 
Were a lt of fun for me to record, In FFVI: Advent Children, there was an em 
phasis on Aerith as this mysterious, motherly figure, and in Crisis Core: FV, 
‘Ait was an ordinary, sweet gir in love. In this game, she’s someone who 
gems to have grown stronger by overcoming hardships, and she's putting on a 
brave and bright faceinan effort not to feel defeated by fate. She comes across 
as areally dynamic character this time. 


Q Aerith seems to be hiding some kind of secret in this game. Did 
that affect your performance? 


A Itdid. As we were recording, | was always checking in with the crew about 
‘what kindof emotions were hiding beneath the surface ofeach line, 


‘Q What was on your mind when you were portraying Aerith get- 
ting to know Tifa litte by little? 


A Aesit i friendly and unreserved with Tifa from the moment they meet, and 
‘while that might come of asa litle too forward, hope | was able to portray her 
kindness toward Tifa in a way that would make Tifa opening upto Aeith seem 
natural. Personally, | think Aerith trusts Tifa and sincerely considers her to be a 
frend, 


Q How did you approach recording the dream scene where Cloud 
and Aerith talk in the flower garden the night before the team 
goes to rescue Aerith from the Shinra Building? 


A Even though Aerith isnot physically resent, because she has a much calmer 
energy in that scene than in any other, you get the sense that she's teling 
Cloud her tre feelings. She would normally be deflecting by joking around, but 
this soane is about har showing her true self to Cloud. I wanted to express that 
more honest part of her. 


Q Aerith calls out a lot more during battles in the remake than in 
previous games. Did you have any difficulties recording these 
lines? 


A Itwas quite a challenge to keep a kind tone to my voice while yelling outlines 
like “Good night!" and "We'll make ft quick!” inthe middle of abate 


Q Which one of Aerith’s lines in the game left the greatest impres- 
sion on you? 


‘A When Cioud is trying to sneak out of Aerth's house while she's asleep, and she 
calls out, “What're you doing?” 


Do you have any memories that you can share from the record- 
ing process? 


‘A We recorded mast of our tines alone, so | didn't get many chances to meet 
the other voice actors. However, had the opportunity to record some scenes 
‘together with Takahiro, who plays Cioud, and that was realy rice. 


Q What did you think when you finally got to see and play the 
completed game? 


A Tiaie cute. Johnny is cute, 


After being involved with the making of this game, has your im- 
pression of Aerith changed? 


AA Ithas. The more I've played Aerith, the more I've come to know her. Unt the re 
make, | had kind ofa soft and futy light-hearted impression of her character, 
Now I have a better sense of her as a real, lesh-and-blood individual, and as 
this incredibly important presence within the story. 


Q What do you think is the appeal of Aerith as a character? 

‘A Despite the fact that she has to bear the burden of her unique destiny, she's 
able to maintain a bright outlook without succumbing to melancholy or 
hopelessness, 


Q Can you tell us about your feelings and expectations for future 
installments? 


A I'm happy knowing that so many fans of Final Fantasy are looking forward to 
the next games inthe series. And of course, I'm realy excited too! 


Q Do you have a message for fans of FFVII? 


‘A | think Fal Fantasy Vinod a special place in the hearts of those who played 
the original game. For the remake, | poured my heart and soul into playing Ae- 
rth in@ way that would honor the image ofa cheracter that fans have treasured 
all these years. [hope you'll never forget Aerth’s vibrancy and strength, 


Ayumi 
Ito 


PRS 


Character: Tifa 


(Q What did you think when you first heard about the decision to 
remake Final Fantasy VII? 


‘A When | was asked to voice Tita again, | coulda’ believe it My first thouoht was, 
“Are you sure you really want me?” | was anxious about whether I'd be able 
to show how much I've grown as an actor, but atthe same time | was deter- 
‘mined to do my best not to fai the team, and incredibly grateful to everyone for 
believing in me. t's definitely a challenge to perform with only your voice and 
no facial expressions or movements, eo to prepare forthe recording, | actually 
sought advice trom Miyu Irina (Soran Kingdom Hearts, who 4 worked with on 
aplay before. He was kind enough to teach me a lot of diferent techniques. 


Q How did you approach playing Tifa in this version of FFVII? 


‘A In Final Fantasy Vi Advent Children, Tifa seems rather anxious, an lke she's 
watching over everyone from a distance, but inthis game, you get to see more 
of her fun and charming side. She laughs at Barret and Clouds interactions and 
shows off abit of her sassy, almost sadistic personality. recorded some of my 
lines while listening tothe ones that had already been done for Baret and a 
few ofthe other characters, and there were times when my genuine laughter in 
reacting to them ended up inthe keeper takes, 


QLunderstand this was your first time working on a fully voiced 
RPG. How did that feel? 


‘A The recording process took two or three years in total, so | was inoredibly emo- 
tional when it was over. Most acting jobs span about five months atthe most, 
50 playing one role for years was a new experience forme. | was also working 
‘on other projects during that time, so I had to be careful not to let those roles 
affect my portrayal of Tia. It defintely made me appreciate the amazingly skill 
ittakes for voice actors to play several characters at the same time. 


‘Q How did you approach portraying the balance between Tifa’s 
cheerful outward manner and her inner anxiety? 


A | consulted with the crew alot on exactly how much ofthat subtlety to bring out 
in each scene. Whether she's actually feeing cheerful and enjoying herself, or 
just acting like tors wavering somewhere between the two states, I had to 
consider her exact feelings at every moment and try to bring those forth, 


QWhat was going through your mind when you recorded the 
scene where Tifa pours her heart out to Cloud in the flower gar- 
den the night before they go to rescue Aerith from the Shinra 
Building? 


A yas honesty in tears while recording that scene. The dialogue was so impact- 
ful in the way that it allowed her to just et out al ofthe feelings she had been 
holding inside for so lono. Because Tifa is usualy very reserved, it can be a 
struggle to land on exactly te right amount of emotion to show in each scene. 
So, in a way, it was actually easier to do.a scene where I could express those 
emotions in much more direct way. 


Q.Was it hard to record the scene where the team gets more and 
more exhausted as they climb up to the 59th floor of the Shinra, 
Building using the emergency stairwell? 


A Tifa just keeps moving onward and upward without getting tied, so it wasn't 
all that dificult to record. was actualy fun to see her more sadistic side come 
‘ut when she scolds Barret and Cloud for lagging behing. 


ve 


marex@ VOICE ACTOR Q&A 


"RLS ROE TEU UT 


Qitt’s often said that recording battle dialogue brings its own 
challenges. What was your experience of it? 


‘A It was very dificult for me, because although | couid grasp what an action 
Would took like in my head, it was hard to actually match my performance to 
What the realty would be. For example if | was told, “This isan effort ory fora 
fily-meter jump,” I would have to imagine what kind of power | would need to 
do a jump lke tha, and then try to put that power into my own performance. 
To tll the truth, | started taking kickboxing lessons while we were recording 
because | wanted tobe able to better understand the physical of Tifa's move~ 
‘ments inthe fight soenes. Perhaps thanks to that, the voice director told me 1 
was abl fo capture Tita’ strength better than ever before, That mad me relly 
happy. 


Q Which one of Tifa’s lines in the game left the greatest impres- 
sion on you? 


‘A The dialogue in the flower garden is of couse unforgettable, but | think my 
favorite scene is when she returns to Seventh Heaven and Cloud gives her a 
flower. i's suc acute scene, and you get to see some of heaton for hi. 
itwas als very fun to perform the scene in Don Comeo's mansion where Tia 
meets Cloud when he's dressed in crag Finally, though it doesnt involve any 
actual calogue ins, | personaly ike the scene were she jumps off the train 
all wrapped up in outs ams. aug] 


Q Do you have any memories that you can share from the record- 
ing process? 

‘A. remember the microphone kept picking up the sound of my stomach grow- 
ing, $0 | had to really concentrate on making sure my stomach stayed quiet. 
(Yaughs] Other than that, where there wasn't completed video for a scene, | 
‘tied to get @ sense of the distance between me and the person | was talking 
to by picturing where they would bein front of me.I didn't have the sls to do 
that before, 80 being able to properly visualize the other character this time 
made the process even more fun 


{Q After being involved with the making of this game, has your im- 
pression of Tifa changed? 


‘A now understand her character and way of thinking much more deeply than | 
«id before. When fist read the script, there were times when | thought, "Would 
Actually Tifa say this? or “Would ste really go that fr?” But as |ecorded more 
‘and more sessions, | came to understand that these lines were just revealing 
Gifterent sides of her. have to say, | was really happy to feel her characeriza~ 
tion being fleshed out more and more in my mind, 


Q What do you think is the appeal of Tifa as a character? 


A This is just my ow interpretation, but | think she possesses ths subtle combi 
nation of motherly warmth and strength, and at her very core is ths resolve to 
do whatever it takes to protect others, You know you can denend on her, but she 
also has this more delicate side that makes you want to protect her. Her char- 
acters hard for me to nal down in words, but| think she's just adorable. feel 
that characters often can be defined by a single aspect—lke being the “sensi- 
tive one,’ forexample—and we end up not really getting to see anyother sides 
to them. Ina game lice this, though, where the characters have been developed 
‘aver along perad of time, we get fo see all the different elements that go into 
‘making them who they are. 


Q Can you tell us about your feelings and expectations for future 
installments? 


A | want to do my absolute best to make forthcoming FFVI games even more en= 
jyable fo all the fans. It might be ficult to make everyone happy, but | want 
to get as cose to achieving that goal 2s possible. feel so honored that | get to 
play such a wonderful character, and I'l continue to work hard to showcase 
‘more and more of Tifa's charm, 


Q Do you have a message for fans of FFVII? 


‘A A tend of min, who's aso a Final Fantasy fan, receny said to me, "Ws @ 
tough time out there inthe word right nw, so | was really thankful fo the 
game and how it transported me to an entirely citferent realm" Ithink t's rare 
fora game tobe able to have such a big impact on people's lives. might not 
be my place to sy this, but realy hope al you FFU fans enjoy the remake and 
the amazing performances ofthe cat from beginning to end, and that you're 
eagety looking forward tote next game! 
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Masahiro 
Kobayashi 


IER 


Character: Barret 


Q What did you think when you first heard about the decision to 
remake Final Fantasy VII? 


‘A {thought it would bea huge undertaking, o rather, an epic one. 
You first played the character of Barret in Final Fantasy Vil: Ad- 


vent Children. Was there anything that you were particularly 
Conscious of while playing him in the remake? 


‘A Nio, can't realy say there was. 


Q 1 understand this was your first time working on a fully voiced 
RPG, How did that fool? 


‘A Vm uly gratotul to the amazing crew. 


Q Barret looks a litle different in this game from when we saw 
him in FVII: Advent Children. What was your first impression 
‘of him? And which Barret do you prefer: sunglasses or no 
sunglasses? 


‘A When frst saw his remake design, | thought he looked brave and manly. And | 
tke Baret both with sunglasses and without 


Q There are many different aspects to Barret's personality: he's 
‘a righteous man who fights for his beliefs on the one hand, but 
he's also a protective father on the other. How did you try to 
represent these different elements in your performance? 


‘A {referred to some of the character information on Barret that | received before 
hand, but | was careful not to overthink my performance too much 


Q Barret trust in Cloud deepens as the story unfolds. Did you 
have a particular concept in mind when you were performing 
your scenes with Cloud? 


‘A The idea that we've brothers in arms—that we're friends. 


Q When Barret walks across the pillar and says, “I'm not scared, 
I'm not scared...\'m scared!” the final “I'm scared!” wasn't in 
the original script. Can you tell us about how was it added? 
[in the English release, these lines are, “Don't look down. Just 
keep going. Don't look down. Don't look down! 


‘A Sorry, ! don't really remember. thnk just ad-ibbed it while we were recording, 


For the lines sung by Barret, like “Where could they be going....? 
Embarking on an adventure to find some treasure?!” and “An- 
other day, another struggle...Climbing stairs is so much trou- 
ble,” did you come up with how to sing them yourself? 


A I eieve |i 
What was going through your mind when you recorded the 
scene where Barret pours his heart out to Cloud in the flower 


‘garden the night before they go to rescue Aerith from the Shinra, 
Building? 


A Sorry! don't remember that either. 
Q Was it hard to record the scene where the team gets more and 


more exhausted as they climb up to the 59th floor of the Shinra 
Building using the emergency stairwell? 


‘A thwas rally hard because | was recording my ins by myself in the booth. | 
‘only managed it wit the crew's support. 

Q What was the most challenging aspect of recording the battle 
dialogue? 

‘A The hardest part was probably modulating my voce 

Q Which one of Barret’ lines in the game left the greatest impres- 
sion on you? 

AA It'snotreaty a ine, bt his screaming in the slums ater the pate collapsed. 

Q Was there any particular line or scene you really wanted to per- 
form from the original game? 

‘A Nothing in particular comes to ming. 

Q Do you have any memories that you can share from the record- 
ing process? 

‘A The thing | remember most is everyone's laughter 

Q What did you think when you finally got to see and play the 
completed game? 

‘A Unfortunately, | haven't seen or played it myselt yet, but 'm happy to hear ev 
exyone's enjoying it. 

After being involved with the making of this game, has your im- 
pression of Barrett changed? 

A Absolutely noting has changed about Barret in my mind since the fst ime | 
saw him 

Q What do you think is the appeal of Barret as a character? 

AA | tink it's basicaly that he's unpretentious, he's loyal to and protective of his 
teammates, and he's a jokestr. 


Q Can you tell us about your feelings and expectations for future 
installments? 


A Irealy want ths to be a series that goes on forever. 


Q Do you have a message for fans of FVII? 
AA I just hope that everyone enjoys playing the game. 


Kappei 
Yamaguchi 


WORE 


(Character: Red XII 


Q Before joining the cast, what did you think about Final Fantasy 
wire 


‘A | don't have much experience playing video games, so unfortunately, | didn't 
‘know that much about i But of course, was aware ofthe incredible popularity 
ofthe Final Fantasy series. 


Q What was the casting process like, and how did you feel when 
you learned you'd been chosen to play Red Xill? 


‘A 1 was aproached to auton fr the rl. The audtion ended up doubling as a 
‘oie tes, and then | was fold he part was mine. | was really exited fo play 
Fed Xi because | fet it would be a chance to show everyone a new side of 
mysel san actor 


Q What were people's reactions to your being cast as Red Xil? 


‘A Everyone around me had this huge reaction, which made me realize just how 
‘popular Red Xil is asa character. | remember thinking, “Oh! Ths is a big re 
‘ponsibity” | knew 'd have to work realy hard, but was also looking forward 
{ohearing everyone's feedback after the game was finished. 


Q Are there any similarities between you and Red XIII? 


‘A Good question! Hmim...'m stil inthe early stages of voicing Red Xl, sot hope 
to discover some parallels as our relationship develops. 


Q Did you have a particular approach in mind for playing a char- 
acter who is a beast, and a highly intelligent one at that? 


‘A Having a deep, husky voice was important. Because Red Xl isnt human, 1 
wanted to give players the Impression that there's something unusual in the 
‘Way he speaks and the sounds he makes. | also tried out alot of ciferent kinds 
‘of grunts and roars 


Q Red Xill's way of speaking changes in the middie of the origi- 
nal story. This game features his character before this change, 
When his speech is still somewhat formal. How did that affect 
your performance? 


A Itsrare for me to play a character who ist very talkative and has such a calm 
tone of voice, so that took abit of getting used to. But precisely because it was 
‘anew experience, by the time we reached the end of recording, | was really 
enjoying taking as Red Xi 


QHave you decided how your performance will change along 
with the changes to Red Xill's character? 


‘A Niot yet. I'm excited to see how the story unfolds from here, and I'm going to 
‘keep working with Red Xl to develop my performance going forward 


QWhich one of Red Xil's lines in the game left the greatest im- 
pression on you? 

‘A That'd be his response to Baret's "What the hells", which is also the fest 
time we hear Red XI speak: “You asked what ‘tis. Hmm....am that wich 
you s8e before you. Nothing mare.” W's 2 realy memorable line that | read 
‘many times during the auton process, and| think t sums up everything you 
‘need to know about ed XI so lke the lines “Tm nt at dog,” and “Test 
subjects don't receive treatment." Eventhough he says hem so seriously, you 
can't help but chucke ait 


sarexiar@ VOICE ACTOR Q&A 


Faas ROE HL 


Q Was there any particular line or scene you really wanted to per- 
form from the original game? 

‘A tim looking forward to Cosmo Canyon and playing the character after the 
Naki reveal 


Q Do you have any memories that you can share from the record- 
ing process? 

A | recorded my lines alone, so | don't realy have any interesting anecdotes. 
When you're on your own in te recording booth, you're in a constant battle 
with yoursel, but fea ike that also allows you to really di into your character 
‘Someday ! woul love to have the chance to record wit the rst ofthe cast 
though 


Q What did you think when you finally got to see and play the 
‘completed game? 

‘A I haven't been abl to pay it myself yet, but | was so relieved to hea thatthe 
response from fans has been postive 

Q What do you think is the appeal of Red Xill as a character? 

‘A Because Red Xl is @ unique being, even in the world of FFV, think there's & 
lotof freedom in how he canbe portrayed and understood. 

Q Can you tell us about your feelings and expectations for future 
installments? 


‘A im eacited to continue my journey with Red Xl. also looking forward to all 
‘he adventures that le ahead inthe nest game, and | hope to have fun with the 
recordings. 


Q Do you have a message for fans of FFVII? 


‘A {ve really come to love Red Xl asa character. hope you'll continue to sup- 
port me and FFVIL 


RBZ 


Character: Sephiroth 


Q What did you think when you first heard about the decision to 
remake Final Fantasy VII? 


A FPitis a game that holds a lot of fond memories for me, so when | heard that 
they'd decided to do the remake, | was surprised but also very pleased. On the 
‘one hand, | was thrilled to play Sephiroth once more, but on the other, | was 
‘anxious about being able to meet fans expectations, 


Q How did you feel when you learned that the remake’s storyline 
would differ somewhat from previous titles, like the original 
‘game and Crisis Core: Final Fantasy VII? 


‘A It's a matter of degrees, but from a performer's point of view, the remake felt 
‘resher and more fun than if we'd had to do the same ting allover again. 


QHow did you approach playing Sephiroth in this version of 
FFVI? 


‘A | don't think | approached playing him in a way that was particulary diferent 
to how | have in the past. | ried to perform him as hei, without damaging the 
established image of the character that fans already have in mind. Sephiroth is 
8 very important character within the game, so listened caretully tothe dire 
tions | was given and brought my complete focus to bear on every scene. 


Q Sephiroth doesn’t just appear before Cloud in the flesh, but 
also in hallucinations, in memories, and in the form of mysteri- 
‘ous, black-robed figures. Was there anything you did to differ- 
entiate each performance? 


‘A tt | pertormed any version in a way that was markedly diferent from the rest 
(oF gave away too much information, it would detract from the mystery of Se 
phiroth's characte. Therefore, | didn't significantly change how | played him in 
those situations, although I dd incorporate a couple of subtediferences here 
‘and there. | also kept in mind that because I'm appearing to Cloud, the import 
ant points really how he perceives me. 


Q Which one of Sephiroth's lines in the game left the greatest im- 
pression on you? 

[A When he whispers to Cloud, “Seven seconds til he end. Time enough or you 
Perhaps. But what wil you do with Lets see." i's incredibly impact cia 
Jogue, and it creates this huge mystery leaving al the fans in suspense, 


After being involved with the making of this game, has your im- 
Pression of Sephiroth changed? 

‘A | feel like ve developed an even deeper understanding of the character, Be: 
‘cause Sephiroth appears more frequently inthis game than in the orginal, that 
was relly helpful fr me in terms of developing his character 


Q What do you think is the appeal of Sephiroth as a character? 


A In the present time of the game, he's cool, coldhearted, unbelievably strong, 
‘and totally deserving of being the final bss. However, in his time as a SOLDIER, 
the was personable, universally admired, and worthy of being revered as a hero, 
| think his greatest appeal emerges when he's squaring off against Cloud and 
you see this conflicting background coming into play 


Q Can you tell us about your feelings and expectations for future 
installments? 


‘A Through playing Sephiroth in this game, I've come to realize that this project. 
fs so much more than just a remake, When I finished recording Crisis Core, | 


‘thought thatthe FFV/I series would become just a good memory for me, Now I 
can't help but be exited forthe future. 


Q Do you have a message for fans of FVII? 


A. Just ke all you fans, really excited for future FAVM games. Let's look for 
‘ward to them togethert 


Shuhei 
Sakaguchi 


ROR 


Character: Biggs 


Q Before joining the cast, what did you think about Final Fantasy 
wie 

‘A twas actually the last game | played when | was a kid, before became a voice 
actor | have bittersweet memories of nodding of while playing it, only to find 
my entre team wiped out. [aughs) 


Q What was the casting process like, and how did you feel when 
you learned that you'd been chosen to play Biggs? 

‘A There was no special audition or anything ike that, so can’t think of anything 
particular to say about the casting process. The official ile was stil a secret 
‘when my agent called to tell me that | got the Jo, so when | finaly saw the 
‘Seript was just like, "What?!" 


Q What were people's reactions to your being cast as Biggs? 


A Lots of fans messaged me on social media about how FAV had such a big 
impact on ther lives and how psyched they were for the remake. There aren't 
‘many games that have had that kind of influence on peoples’ values and the 
‘way they lve theives, 'm proud to have the opportunity to actin a game with 
that kind of power. 


Q What was your first impression when you saw the character de- 
sign for Biggs? 
‘A. Wow, e got ht! 


Q What's a key element for you in portraying Biggs's character? 
‘A That he's hat-blooded but can stil keep a cool head, 


Q Are there any similarities between you and Biggs? 
‘A tmalao abit ota neat rea 


Q How do you think Biggs fects about Cloud? 


‘A {think he trusts Cloud asa professional. There's a kind ot shared empathy be- 
‘ween them as two people who, despite having had efferent Ife experiences, 
struggle withthe same sense of loneliness. 


Q What did you imagine Biggs's relationships with his Avalanche 
comrades to be like? 


‘A | think Wedge and Jesse are special to Biggs, and that there's a real camara: 
‘erie there that goes beyond the level of trust between members ofthe same 
‘organization. Biggs has faith in Baret as 2 leader, but he also knows Barret has 
‘a dangerous side, so he thinks, I better keep things wired tight." 


Q Which one of Biggs's lines in the game left the greatest impres- 
‘sion on you? 


‘A Atte Sector 7 pila, when he says, “Don't gotta be a SOLDKER...to make a 
ditterence.” 


saree VOICE ACTOR Q&A 


Q Do you have any memories that you can share from the record- 
ing process? 

‘A There were requests fore-ecordngs that eally wasnt expecting, sit was 
hard to et back in there and remember the context surounding all the ines 
(aughs} 


Q What did you think when you finally got to see and play the 
completed game? 


A Tilly breathtaking! Video games have come so far in the last twenty years! 


‘Q What do you think is the appeal of Biggs as a character? 


‘A He's not a superhero; e's just some guy you could see in your neighborhood. 
Then there's the gap between the sweaty, dry activities he's engaged in and 
his personal cleanliness. More than anything, he cares about his frends in a 
ery real way 


Q Unlike in the original game, in the remake Biggs survives the 
fight at the Sector 7 pillar. What do you want to see if he ap- 
‘pears in the next game? 


AA [want him tobe around to witness the better future he's been working toward 


Q Do you have a message for fans of FFVII? 


‘A What's nest for Biggs now that he's awake? Where did Wedge go? Are those 
Jesse's gloves and headband? The game ended with so many questions lett 
‘unanswered, | think i's impossible nat to want to know what happens next! 
ow | do! Fl be waiting as eagerly as everyone else forthe nest game. 


{Q Before joining the cast, what did you think about Final Fantasy 
win 


‘A The original was released just when | was about to becin junior high school, 
‘and during the introductory session in our very first cass, my new homeroom 
teacher started talking about how amazing Final Fantasy was. So Ive always 
thought oft asa game that even adults can really get into. [fugit] 


Q What was the casting process like, and how did you feel when 
you learned that you'd been chosen to play Wedge? 


‘A The game's voice director, Yj Shimizu, invited me to come tothe studio for a 
Fecording. A that point, wasn't expecting to actually be inthe game, because 
Wwe were only doing a few lines of dialogue tobe used inthe traller. Anyway, it 
‘wasn't until much later—wien the game's release date was announced and 
{saw my name on the cast ist—that | realized | was realy going tobe inthe 
(game. The first person thought of was my junior high schoolteacher. laughs] 
They're probably retired by now, but i they sill love Final Fantasy enough fo 
Play the remake and recognize my voice while playing, that would make me 
very happy. 


(Q What were people's reactions to your being cast as Wedge? 


‘A | received a ton of messages from friends, other voice actors, and acquain- 
tances. remember being contacted by people who l hadn't heard from in ages, 
which is when it really started to hit me how huge FFs, and how exciting it 
was to be involved ina project ike that 


Q What was your first impression when you saw the character de- 
sign for Wedge? 


‘A "What a lovable guy!” And then | started wondering: How old is he? What's 
his bload type? How much does he weigh? What's his favorite food? Ise lv- 
ing alone at the moment? Is there any kin of food he doesn’t ike? All those 
sorts of questions started piling up in my head. /aughs] I's part of my process 
whenever take on anew role. 've been doing itfor as lng as I can remember. 


Q What's a key element for you in portraying Wedge's character? 


‘A Thatd be the way he finishes his sentences. [I the Japanese script, Wedge 
uses “ssu,” a semi-poite contraction used by earnest, energetic characters.) 
How someone phrases things—how they use sentences, words, or repeated 
‘expressions—can convey a lot about how that person was raised, how they 
‘ee themselves iting into social structures, and so on. The fact that Wedge 
Uses “or” instead of “boku” was also pretty important to me. [Although both 
‘are masculine first-person pronouns, ores considered tobe more assertive] 


Are there any similarities between you and Wedge? 
‘A | guess ve started to tak ike him around my cose friends. aug) 


Q Wedge takes care of a lot of cats in the game, but are you a cat 
person in real life? 


‘A Actually, 'm ahorse person aug used to take care of and train twenty-five 
horses for use in theater productions, so that experience helped me imagine 
‘what it would be like for Wedge looking after a large number of animals. People 
‘who have ved with animals are good at picking up on feelings based on facial 
‘expressions, gestures, and actions, since you can't communicate with words. 
‘That's why | think Wedge natices certain things more than anyone else, and 
how he's able to pick up on the nuances in Cloud's cold, bored gaze or rare, 
sudden smiles 


Q How do you think Wedge feels about Cloud? 


‘A He thinks of him as his br, That's what its all about laughs] Wedge sees 
him as an older-bether figure; in other words, he not only respects Cloud, but 
also wants Cloud to acknowledge him and feel ike he can rely on Wedge no 
matter what happens. In my mind, getting Cloud to acknowledge him i one of 
‘Wedge's main motivations, 


Q What did you imagine Wedge's relationships with his Avalanche 
comrades to be like? 


A was able to work directly with the voice actors for Biggs and Jessie during our 
first recording session, soit was easy for me to imagine interacting with them 
‘when | was by myself in later sessions. As forthe other characters, | tried not to 
think about them too mucin advance, because | was worried Id get too stuck 
‘on my own conceptualization of them and that t would affect my performance, 
Instead, when | went ino the studio, ust listened to the already recorded lines 
for Barret and the other characters, and tried to match my performance to 
theirs, 


Q Which one of Wedge’s lines in the game left the greatest im- 
pression on you? 


‘A.A Jessie's house, when Jessie's mother asks ithe wants more pizza and he 
‘says, "Maybe just a couple slices.” Instead of asking for one slice, or tree, or 
‘ven ten, he asks for ‘maybe just a couple more,” ike some drunk quy ata bar, 
[eel ike you can grasp from that line just how full Wedge already is in that 
‘moment. (ugh) 


Q What do you think is the appeal of Wedge as a character? 


‘A | ovess it's inthe fact that he’s @ clumsy guy who's always messing up a title 
bit. Outside of darts and games, that is, [aughs] It makes you want to help him 
‘ut somehow, and be thereto cheer him an, 


Q Wedge's fate remains unknown at the end of the game. If 
Wedge were to appear in the next game, what would you want 
to.see? 


‘A Wedge tes... want to give the next game everthing ve got 


Q Do you have a message for fans of FFVII? 


A {hope this game that we've created and released into the hands of you players 
will keep growing and evolving, FFVI stil has so many new places to take us, 
and until we reach our next destination, may it continue to occupy a place in 
YoUr hearts. hope you support the game for many years to come. Thank you 
for reading, and happy gaming! 


Satomi 
Moriya 


RABE 


Character: Jessie 


Q Before joining the cast, what did you think about Final Fantasy 
vin 


A That it's a timeless masterpiece. | vas basically atthe perfect age wien the 
‘original game wes released; my sister owned it, 0 played her copy, and | re~ 
‘member alot of my riends were nt it too. thas this kind of shining, wondrous 
image in my memories. Playing itas a kid back in Yamagata, never would have 
believed that someday I'd be the voice actor for one ofthe characters inthe 
game 


Q What was the casting process like, and how did you feel when 
you learned that you'd been chosen to play Jessie? 


‘A [was at my agent's ofice and | saw they had ths realy thick script waiting for 
‘me. When | looked att and saw Jesse's character image and my name on it, 
"gasped out loud At the time, | had no idea that an FFVI remake was inthe 
Works, 30 | was both shocked and overjoyed. was like, “What?! s this relly 
Final Fantasy Vit They're releasing a new version?!” | wanted to shout it rom 
the roottons: Hey, everyone! They're doing an FFV/Iremakel!” (laughs) | don't 
know exactly how | was chosen forthe role of Jesse, but believe the voice di- 
Fector, Yoj Shimizu, happened to see a play | was in, and he sad he was drawn 
to ow confident my performance was. 


Q What were people's reactions to your being cast as Jessie? 


‘A My friends and family in my hometown—and the fans and people in the in- 
dustry who've supported me since my debut—were all so happy for me. | was 
really orateful forall ofthe messages received from them. 


Q What was your first impression when you saw the character de- 
sign for Jessie? 


‘A My firstimpression was simply, “Wow! That's exactly how she was in the orig- 
inal game! This really takes me back!” But, just lke all the otter characters, 
she’s become even more stylish and beautiful thanks to all the graphics and 
technology advancement in the intervening years. also ike Jessie's new out- 
fita lots functional and easy to move in, butt sill basa feminine fee tot. 


Q What's a key element for you in portraying Jessie's character? 


A Inthis game, you get to see what makes te ferent Avalanche members tick 
For Jesse, considered many factors, ike her current station, her family, her 
friends, how she feels about herself, wnat she thnks about Shira, and so on. 
She also interact alt with Cloud, 0 | quess that’s where you see the * 
tress component to her personaly come int lay. 


Q Are there any similarities between you and Jessie? 


‘A Hmm... guess we're both actresses, although I'm mostly a voice actress and 
don't doa lt of theater We're both determined, and we often find ourselves 
‘making things up on the ty. dont think be abe to act as cheerful as Jessie 
does in all ofthe tough situations she faces, though, 


sarer4i@ VOICE ACTOR Q&A 


"Ru RS ROAKE MTEL UTA 


Q Jessie makes a pretty strong play for Cloud, but how much of 
that do you think was serious on her part? 


‘A | think it's upto how each player sees it. but personally, say maybe around 
forty percent? My view is that she truss Cioud a lot and appreciates him as a 
‘riend and aly, which probably takes precedence over whatever othe feelings 
she has for him. But | also believe she really does think he's cool and kinda 
cute. (aughs) 


Q Who would you want to ride on a motorbike with: Cloud, Biggs, 
or Wedge? 


A Cloud! 


Q What did you imagine Jessie's relationships with her Avalanche 
comrades to be like? 


‘A | think she feels bound to them by a shared fate, For her, this bond is deeper 
than even familial ones—they're all inextricably part of one another's lives. 
‘That's why she can joke around with them so much at times, and put her life on 
‘he line for them at others, 


Q Where did Jessie's habit of saying “psych” come from? 


A Itwas in the script rom the beginning, but several more instances were added 
during recording. tis, th plan was for me to say it pretty normally, but Kept 
getting directions to make it sound more and more lame, like a dad joke, and 
that's how it eventually tured out think it's Jesse's way of showing concern 
‘and consideration for whomever she's talking to, 


Q Which one of Jessie's lines in the game left the greatest impres- 
sion on you? 


‘A | liked “Do | look okay2t Help a gil out, would ya?!” And the new “psych” ines 
were great too, Stil the most unforgettable dialogue for me was in my final 
scene at the Sector 7 pillar: "They were my bombs. They were all my victims. 
| ha it coming.” Seeing the inner turmoil that Jessie is going through there is 
really painful 


Q Do you have any memories that you can share from the record- 
ing process? 

‘A We mostly recorded our lines alone, but | was very lucky to be able to do the 
“onetime oig” scene together with Shuhl Sakaguchi a8 Biggs and Takayuki 
‘Asai as Wedge. It was my fist recording session for the game, so | was both 
nervous and excited to see how the relationship between the three of them 
would develop, what each of the characters would be lke, and the approach | 
would take toward performing Jessie. never forget how impressed | was by 
‘the game's beauty when I was shown some video forthe fis ime. 


Q What did you think when you finally got to see and play the 
completed game? 


‘A That itwas so beautifull No matter what | ooked at, | was just lke, “Wow! | 
‘ound the stunning visuals, combined with the music and the rest of the ele- 
‘ments, to be deeply moving, The combat was alo so exciting that | completely 
lost track of ime while | was playing and couldn't bring myself to stop, 


Q What do you think is the appeal of Jessie as a character? 


‘A She has so much weighing on her mind, and though she doesn’t express it 
directly, she reveals tina number of ways. | think she's an appealing charactor 
because she has so many different facets to her, like her concer for other 
people, her openness, and her great sense of humor. 


Q If Jessie appears in the next game, what do you want to see? 


AA Ita be nice if she could actually join in battle so she can totally rescue Cloud 
‘with her bombs... Psych! Oh, | also want everyone to be able to enjoy Jessie's 
‘mom's Midgar Special 


Q.Do you have a message for fans of FFVII? 


A.| think so many people in Japan and all over the world were really ooking 
forward to playing FFVI Remake. know | was! Now that i's out, |hope you've 
been able to pick up a copy and enjoy playing it to the fullest. Thank you so 
much! We'e counting on your continued support forthe next installment, and 
‘or the series 25 wholet 


Stamp 


‘Composers: Mitsuto Suzuki & Nozomi Toki 
‘Arrangers: Mitsuto Suzuki & Naoyuki Honzawa 
Lyries: Motomu Toriyama (Lyries Translation: Ben Sabin, John Crow) 
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Bow-wow-wow, bow-wow-wow, he's a good boy who never stops 
Keeping our ety safe for each and every one 

Bow-wow-wow, bow-wow-wow, he's always kicking bad guy butt 
Knocking evil straight into the next week 


Go all out, Go al out, litle Stamp 

You've got so much courage and everybody thinks you're swell 
Even though you get cistracted by a treat thrown in your way 
Even though you don’t remember how to sit or how to stay 


Fight for us, Fight for us, title Stamp 
‘You're justice on fourlegs and you're the hers that we need 
Even though you're always tempted by a tender meaty Bone 
Even though you bark at nothing when you think you're ll alone 


Go all out, little Stamp 
Fight for us, litle Stamp 


It only we could have such big heerts—es big as Stamp’s and Shinra's 
If only we could have such big hearts ~as big as Stamip’s and Shinra’s 
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